'.AIR POWER! The Creators of Overtord-and Oawn Patrol are back! 



EXCLUSIVE PREVIEWS! 


STAR TREK: TNG 

MicroProse ‘Make it So!’ 


Featured this issue: 

• Bullfrog’s High Octane 

• SimTown • Loadstar 

• Terminal Velocity 


NO CD? 
ASKYOUR 
NEWSAGENT! 


Steve Kyte ® 


REBEL 
ASSAULT 

LucasArt’s Strikes Back with 
THREE brand new games! 









































® and © 1994 Paramount Pictures. All Rights Reserved. STAR TREK: THE NEXT GENERATION is a Registered Trademark of Paramount Pictures. Spectrum HoloByte is an 
Authorised User. Spectrum HoloByte is a registered trademark of Spectrum HoloByte, Inc. Other trademarks are the property of theii; respective holders 


Be part o| an epic new adventure with Captain * * 
Commander Riker^'^ iifd all the rest of the 
Starship Enterprise™ crew. 

“A Final Unity” is an original intergalactic epic of 
mystery and danger that takes you from the outposts 
of Federation space through treacherous encounters 
with alien starships and beyond - into the uncharted 
dangers of a massive nebula. 

Take control from the bridge or leave the ship 
to embark on critical Away Team missions. 

This interactive CD-ROM journey is a true extension 
of the famed TV series with accuracy in ail details, 
including voice-overs by all seven of the 
television stars. 


Beam your crew to mysterious planets. Manoeuvre 
the U.S.S. Enterprise™ through strange galaxies to 
worlds beyond your imagination. You’re in command, 
working hand in hand with the most respected crew 
in the Federation! 

No other space adventure comes close to the reality 
of this CD-ROM excursion which is brought to life by 
characters who speak to you, rich cinematic 
sequences, incredible SVGA graphics and CD-quality 
sound and music. Experience hours of entertaining 
exploration and discovery as you freely travel the 
universe to unravel a mystery from the ancient past 
in this STAR TREK: THE NEXT GENERATION® epic. 

Make It so. Take your post and Engage! 


STAR TREK: THE NEXT GENERATION'^ “A Final Unity .” 







Within the 
voices of the 

TV Cast! 


Tension boils on the bridge as another 
Red Alert appears imminent 


Alert your Away Team and pick the right 
combination of talent for each critical mission 


Available for 
IBM CD-ROM 


Also look for STAR TREK: THE NEXT^GENERATION 
“Future’s PastrM” on Super NES. 


spectrum 

HoloByte 


Beam down to exotic worlds as the mystery 
of an ancient and highly advanced 
civilisation slowly unfolds. 


Open hailing frequencies and 
prepare for the unexpected 




















r WIN! ^ 

£500 worth of 
cyber golf gear. 

^ A-round on j 
page 14 


Star Wars. Scarcely are the words out than the saliva starts to sloosh and a 
glistening strand of drool drops towards the desk top like a laser searing 
towards a Death Star. Has LucasArts done it again? Anyone got a tissue? 


^Geez I’m tired, but before you start pouring 
f / o" the sympathy, don’t. The reason I’m so 

/ \\ flaked out is because I’ve just returned 

I j I from Los Angeles having just checked out 

\ 11 the very latest PC software on show at the 

A // World’s biggest computer entertainment 

show,E\ 

There was literally tons of the stuff, includ¬ 
ing the ultra-smart Rebel Assault 2 and Virgin’s 
outrageously fast racing game. Screamer — for more information, 
flick to page 18 and check out our exclusive report now... hello? Is 
anyone there? Oh, you’ve all turned to page 18. I may as well sign 
off now. See ya next month! 


Dave Upchurch 


Count the split infinitives in graphic adventure land as the bald bloke who 
played Aelius Sejanus in I Claudius, comes over all PC and says ‘No one’ 
instead of ‘No man’. Spectrum Holobyte delivers the dilithium. Or does it? 


Star Trek: TNG 


12 News 

In the pursuit of a good story (and a free lunch) the news hungry hornblowers at 
the helm of the PC’s liveliest sloop, plot a steady course towards Port Exclusive! 


18 E’ 

A long time ago in a galaxy far, far away (well last month in LA any road) there 
was this massive exhibition. The biggest ever, in fact. One small, intrepid band of 
Englishmen (well, Dave) jetted stateside to get the lowdown, (er, some freebies 
and a bag of duty frees) and returned clutching, amongst countless other 
scoops, heavy stories and piercing insights, the box bearing the imaginatively 
entitled sequel to LucasArts’ mega-selling Rebel Assault. Well done. 


33 Previews 

What bulky gunny-sack of things as yet unfinished is this 1 see before me? Could 
that sticky-out bit be Air Power? Surely that strategy-shaped bulge is the 
Bitmaps ‘Z’ and unless my name is Gargy Patel that great lump at the bottom has 
an Aliens-y thresh about it? Stand aside while we draw back the strings! 


6 Disks! 

Hey! Before you play, why not savour the helpful 
candy-coating we’ve baked around this month’s 
yummy covermounted treats. Otherwise, these pages 
are a of a waste of space, really. 


49 Reviews 

Reviews! Reviews! A lively stew of all things wonderfully new. The tongue of 
greatness licks a few while most are averagely hued, and some (we think 
it’s time you knew), are tainted with the smell of poo. Ah, but here’s the 
rub — which is which? 

78 CD Updates 

All the old favourites on an all-new format. A single page quite liter¬ 
ally filled to the turning. 


79 Budget Reviews 

Not, thankfully, a look back at those great fiscal policy mak¬ 
ing moments with Kenneth Clarke, but a light-hearted skip 
through a meadow of cheap games. Hurrah! 

84 Subscriptions 

How a subscription to PC Games can actually pre¬ 
vent premature hair loss and combat the signs of 
aging. Sort of. 
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Air Power.34 


Remember those classic Verne/Welles numbers, ‘Keep Your Hands Off My 
Dirigible Ducky!’, ‘Don’t Put On Yer Blimp Before the Blackout Bertie,’ and ‘My, 
What An Enormous Zeppelin, Papal’ No? Well, neither has Rowan, fortunately. 


REVIEWED THIS ISSUE... 



86 Power Up! 

Tips, then. A nod is as good as an affirmative to a Slipstream 5000. Descent: A 
bird in the hand is going to be quite small. Plus! How to keep abreast of Flight of 
the Amazon Queen, SimTower and many more. Welt, only UFO: Terror from the 
Deep, actually. 

102 Dr Spanner’s Bits & PCs 

The cold but capable hands of the Cyber-GP press and prod their methodical way 
around the attractively tactile surfaces of all stuff extra-gameular. 

106 Make It So! 

And lo, there were loads of interesting Star-Trek type things available in the 
shops that you will want to call your very own. 

109 PC GAM ES Reader Survey 

113 Letters 

Talking to each other makes for a healthy relationship. But then again so does 
bean-curd. The choice is yours. 

114 Next Month 

Will be August. Well, pretty well connected anyway. 

The Magnificent 

Team 17 open their doors to PC GAMES, who promptly ignore all their top 
games and head straight for the gorgeous girl in play-testing. 


^^aos Control*^" 

64I 

Combat Air Patrol*^” 

68 

Frontier; First Encounters'^'’ 

72 

Hardball 4 

75 

Jagged Alliance'^'’ 

76 

Loadstar*^” 

58 

Machiavelli The Prince'^” 

60 

Magic Carpet Hidden Worlds 

54 

Perfect General 2 ^° 

63 

Ravenloft 2; Stone Prophet^'’ 

70 

SimTown'^'’ 

56 

Star Trek: The Next Generation'^'’ 

50 

TankCommander'^” 

66 

Tendo'^'’ 

54 

Virtual Pool‘d'’ 

62 

Widget Workshop'^'’ 

74 

^ig-Zag^“ 

75 J 




Psst, do you wanna see some great graphics? You do? Well stick 
the CD in your drive and have a gander at BrainDead 13 — it 
looks amazing! If you’ve got the HD issue you’re in for a treat 
too, ‘cause we’ve got two huge sporting demos! Hurrah! 
















DISKS! 


So you’re after a taster of just some of the 
games doing the rounds on the PC at the 
moment? Okay, you’ve got *eml Whether 
you’re a CD user or you like to stick to your 
floppies, we’ve got the lot for you — take a look 
below to see what’s in storel 




SYSTEM REQUIREMENTS 

Most of these demos will run on 
a 486/SX PC (minimum), with 
VGA, at least 4Mb of RAM, DOS 
5.0 or greater and a mouse. 
However, please note that both 
Thunderscape and Dampier’s Ice 
Hockey require 8Mbs of RAM to 
run, and that Brett Hull ‘95 
requires a Sound Blaster or 
100%-compatible soundcard. 

How To Load Your Demos 

In a move to make your CoverCD 
and HD disks friendlier than ever, 
we’ve standardised the entire thing. 
Now, the process for loading the 
games and demos is exactly the 
same for each. 

(1) Loading From The HD Disks 

Place the disk in your internal 
drive, and then log onto it by typing 
A:, B: or whatever the drive letter 
happens to be. Now enter PCG to run 
the disk menu. From here, it all gets 
easier; simply select the demo you 
wish to play with the cursor keys, and 
then press RETURN to install it. You’ll 
be given instructions about how to 
run each game on the menu screen. 

(2) Loading From The CoverCD 

Place the CoverCD into your CD- 
ROM drive and then log onto it by 
typing D:, E: or whatever the drive 
letter happens to be. Now enter PCG 
to run the CoverCD menu. 

Demos on the CD take one of two 
forms — they can either be run direct 
from the disk or will need to be 
installed onto your hard drive.The 
menu item itself will tell you what 
needs to happen with each demo. To 
play each of the demos, just select 
the item you want with the cursor 
keys, then press RETURN — the rest 
will be done for you. 

In the case of a Windows game, 
the menu will launch Windows and 
run the installer for you. Bear in mind 
that you will need to exit Windows to 
get back to the main menu. Note that 
you must have set up a path to your 
Windows directory for this feature to 
work properly. If you haven’t, go back 
to the DOS prompt and enter 
PATH=C:\WINDOWS before running 
the CoverCD menu, assuming that 
Windows is stored in the C:\WIN- 
DOWS directory. 


UltimatE Soccer Manager 

Impressions (HD & CD) 


Impressions has always claimed some sort of inheritance to the crown when 
it comes to strategy games, so who better to come up with a soccer manage¬ 
ment title than the people who brought you Detroit and Rorke’s Drift? However, 
being a strategy game, there’s a hell of a lot to do, so this massive play-through 
should get you on your way nicely. 

How To Play 

The first thing to do is select your team. In this demo, you have to be 
Brighton, so there isn’t too much of a challenge here. Now select the amount of 
starting capital you need. You can pick any of these, as the demo is too short for 
you to run into any difficulties. Enter your name when prompted, and you’ll be 
into the game. 

The first game screen you come across is the 3D view of the ground. Moving 
the mouse pointer around you’ll find several places of interest to visit in the 
club, which are named at the bottom of the screen. The only place in the demo 
you won’t be able to visit is the Training Ground. 

Clicking the right mouse button at this point brings up the Fast Icon bar, 
which gets you round the game far faster than clicking all over the screen. 
Ghosted icons means that there’s nothing for you to do in those locations yet, 
so don’t waste your time. 

Click on the Chairman’s Office, and talk to him about club sponsorship, tick¬ 
et prices, advertising and anything else you can think of, and then move off to 
the Manager’s office to check on fixtures, arrange friendlies, view player, man¬ 
ager and club statistics, look at the league tables and even arrange bets over 
the phone. Hey, you might even find a newspaper article worth reading while 
you’re there. 

The bank is the place to check your accounts and sort out loans if need be, 
though the bank manager can be a bit tight. But what you really want to see is 
the Match Day options, which you will find by clicking on the pitch on the main 
screen. Here you can select your team and playing style, and even view the next 
team you are due to play. 

To select your team, take a look at their statistics (KP — Keeping; TA — 
Tackling; PS - Passing; SH - Shooting; PC - Pace; and FIT - Fitness). Now 
click on Start Match to begin the game proper. 

At this point you will see the players run on to the pitch and take up their 
starting positions. To give individual instructions to any players, click on the 
SETUP button, and then on the player you want to talk to, and you will be given 
a list of instructions for their particular skill listing. To start the match, simply 
click on Kick Off! 

That should show you most of the things that the demo has to offer, but just 
exploring should give you a more in-depth view of how the game works. 


Brett Hull '95 

Accolade (HD & CD) 

Is it me, or is computer Ice Hockey 
becoming a little more popular? No 
sooner has Merit Software appeared 
with Alex Dampier’s Pro Hockey than 
Accolade Sport comes out with Brett 
Hull ‘95. Perhaps the image of the com¬ 
puter games player is changing — out 
goes the weedy little nerd with masking 
tape on his glasses and in comes the 
super-tough nerd with masses of body¬ 
padding and a need to break into a fight 
whenever possible. 

How To Play 

This very fast, very playable hockey 
title couldn’t really be much easier to 
play. If you have a joystick plugged in, 
the game will ask you to calibrate it 
when you first load up, otherwise you’ll 
be left with keyboard control. The cur¬ 
sor keys move the currently highlighted 
player around, and SPACE is used to 
tackle or to pass and slapshot the puck, 
depending on the current status of the 
highlighted player. 
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BrainDead 13 

R€ady5oft (CD Only) 


Kingdom is Interplay’s latest attempt at an interactive car¬ 
toon, and damn interesting it is too. Obviously the only real way 
to do an interactive cartoon is to branch between animations, as 
Dragon’s Lair does, but Kingdom does it in a much more logical 
way. A scene is played out, and then you are given a variety of 
choices to perform. The result of your efforts is then displayed, 
leading to more choices and so on. This demo shows the superb 
quality of the animation, as well as giving a good indication of 
how the game will work. 


It’s funny, but I remember when Dragon’s Lair came out in the 
arcades, and everyone thought it was the best thing since sliced 
bread. Five minutes later, and everyone hated it for not being ‘inter¬ 
active’ enough. Readysoft has had this criticism hanging round its 
neck like a boulder ever since, and now it’s finally decided to try and 
redeem themselves. The result is Brain Dead 13 — a game that has 
all the cartoon animation of Dragon’s Lair and its ilk, but is also (so 
ReadySoft claim) completely playable. See what you think... 


How To Play 

There are full instructions provided in the demo — simply use the 
cursor keys to highlight the ‘How To Play’ legend on the game’s 
menu screen, then hit RETURN. 


ALERT! ALERT! 

My disk is faulty! 

Due to the massive number of 
disks duplicated, the odd one 
might be a touch faulty. If 
you’re unlucky enough to get 
one of these, don’t despair 
because help is at hand. 
Whatever you do DON’T SEND 
THEM TO US! Simply send 
them off to the following 
address with an SAE for 28p: 

PC GAMES Bodged Disks, 
Diskxpress, 

Unit 7, Willow Court, 
Bourton Industrial Park, 
Bourton-on-the-water, 
Gloucestershire GL54 2HQ. 

If you think you can solve your 
problems over the phone, try 
calling the disk helpline on 

(01451) 810788. The helpline 
is open between 3pm and 5pm 
on weekdays. 

Making A Boot Disk 

If you’re having problems running any 
of this month’s floppy games try mak¬ 
ing a boot disk. Take a freshly format¬ 
ted floppy disk, slap it into the disk 
drive (I’ll assume it’s drive A for the 
moment) and type: SYS A:. The system 
files will be transferred and within sec¬ 
onds you’ll have a fully-functioning 
boot disk on your hands. 

All you then need to do is leave the 
floppy in the disk drive, reset your PC 
and finally try loading the game again. 
Don’t take the disk out of the machine 
as it boots up because you want the PC 
to read the information from the floppy 
rather than the hard disk. 

What the... HELP! 

All these demos require 4Mb of 
Expanded (EMS) memory to run and at 
least 590K of free base memory, except 
where stated otherwise in the System 
Requirements panel opposite. If you 
have this, not Extended memory (XMS), 
they shouldn’t cause you any problems 
whatsoever. 

• Except where specified, these 
demos do not work under Windows and 
may not be compatible with 
DoubleSpace, QEMM 386 or Stacker 
disk compression software. 



How To Play 

The demo couldn’t be much easier to play. The entire game is 
controlled with the mouse, so make sure you’ve got a mouse dri¬ 
ver loaded. Around the main animation screen are various icons 
(they’re named when you move the mouse pointer over them) 
and these give you access to your inventory and the main game 
map. When the animations have stopped running, move the 
mouse pointer over the screen to see which options you have 
been given. Clicking on an option with the left mouse button 
takes you to the next animation. What could be easier? 


The Fine Print Bit... 

The PC GAMES coverdisks are rigorous¬ 
ly checked for viruses, but coverdisks 
are used at the reader’s own risk. PC 
GAMES can accept no responsibility for 
damage to either data or hardware 
caused by using the coverdisks. 

PC GAMES and its retailers are not 
liable for any unnotified changes to the 
contents of the coverdisks which may 
occur, okay? 
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Fairway To Heaven 

GameTek (CD Only) 


Thunderscape 

SSI (CD Only) 


SSI has carved itself a bit of a niche in the role-playing game market. Indeed, it’s hard to think 
of anyone who produces more top-quality hack-’n’-slashers than it does. Thunderscape is the 
company’s latest effort, and it looks set to be a corker. It’s quite different to RPGs that you may 
have played before — in a nice way, obviously, although we’re still a bit unsure about the ‘rave’- 
style soundtrack thumping away in the background. Who knows? Perhaps you’ll like it... 


How To Play 

The game is controlled with either the mouse, or the following keys on the numeric keypad: 


9 

8 

7 

6 

5 

4 

3 

2 

1 



Moves the party forward and to the right. 

Moves the party forward. 

Moves the party forward and to the left. 

Turns the party to the right. 

Moves the party backward. 

Turns the party to the left. 

Side steps the party to the right. 

Moves the party backward. 

Side steps the party to the left. 

Jumps the party in the direction they are heading. 





To play with the mouse, hold down the right mouse key and the cursor will change from a 
sword to an arrow. Keep the button held down and move the mouse in the direction you want the 
party to move, and away you go. 

Along the bottom of the screen are three main icons, which are: 

• Disk and Triangle - When either is clicked using the sword icon, you will be taken back to 
the main menu. 

• Chest - When this is clicked on you will be taken to the character screen. A simple left click 
on the exit button to get back into the game. 

For further playing instructions, check the README.TXT document in the THUNDER directory 
on your hard drive. 



Star Trek: A Final Unity 

MicroProse/Spectrum Hoiobyte (CD Only) 


“Is this the Earth quality you call love?’’. Okay, so it’s not the right Star Trek era, but you 
can’t write anything about Star Trek without starting with a cliche! This non-interactive demo 
shows just a snippet of what to expect from the all-singing, all-dancing Microprose licence 
extravaganza, so just select it from the menu, sit back and watch the fun! 





You may have seen demos of this on other mags, but 
chances are they were from the floppy version of the game. This, 
however, is the all new and exciting CD-ROM version of the 
game, with improved sound and graphics. Now experience the 
thrill of a good Sunday walk spoiled with a bag of sticks in the 
comfort of your own bedroom/office/den/whatever. 

How to Play 

The whole game is played with the mouse, using the drop¬ 
down menus at the top of the screen to select the sort of game 
you want to play. Once you’ve done this,then it’s out to the tee. 

Fairway To Heaven uses the now-standard golf game control 
system. Hold down the right mouse button to set your power, 
then release it when the power bar reaches the point you want 
it to. After a moment, the hook and slice bar will swing across 
the bottom of the control icon on the bottom right of the screen. 
Click the right mouse button when it is dead centre, and the shot 
will be taken. Enjoy yourself. 
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(ONLY 


INTERNATIONAL 
SPORTS CHALLENGE 

“Graphically it is superb 
and implements some very 
original control methods” 

CD ROM, IBM PC, Amiga 

empire 




r 


CYBER RACE 

“...combines raw speed 
and destructive combat 
in a single package” 

PC Player 

CD ROM only 

CYSfROfifAlflS 


MEGATRAVELLER 2 

•‘...the futuristic technology is 
awesome. Recommended.” 
Amiga Format 

CD ROM, IBM PC, Amiga 

empire 


SIXTEEN 


Digital Integration 
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Alex Dampier's Pro Hockey 

Merit Software (CD Only) 



Merit’s Alex Dampier Pro Hockey is an isometric-aD scrolling sports sim along the lines of 
EA’s FIFA Soccer — and the good news is that it’s as blood-thirsty, violent and fun as you 
would expect a game of ice hockey to be! 

r' 

How To Play 

When the game loads, you can set the controls to match your system. If you have a joy¬ 
stick, you will be prompted to calibrate it on startup, otherwise you can set your control keys 
and get on into the game! 


Baldies 

GamGTek (CD Only) 

Having found a sizeable gap in the market, GameTek are proud to 
announce the first game for the follicly challenged. Combining the 
strategy of Populous with the humour of Lemmings, Baldies casts 
you as God. Well, not the God, but a minor deity nonetheless. 

Anyway, as an all-powerful being in this one-level demo you have 
the ability to control the horde of hairless heroes, assigning them 
different tasks to perform and inventions to make. With these 
stashed in your inventory it’s time to attack the enemy, a similar 
bunch of slapheads wearing different coloured dungarees. 


How To Play 

For full instructions on how to play Baldies, choose the ‘READ 
FILE’ option from the installation menu — it tells you far more than 
we ever could. 



Virtual Pool 

Interplay (CD Only) 

There was a time when Archer Maclean was the only king to the 3D snooker and pool crown. 
His titles were as perfect as you could get, apparently. But here’s Interplay to prove him wrong, 
with their incredible new title that’s faster, smoother, more playable and even features a full vir¬ 
tual pub to play in. 

This demo lets you play a two-player match against a human opponent, on the same machine 
or via a modem link, using the standard US 9-Ball rules (hit the lowest ball on the table, the win¬ 
ner is the person who sinks the highest ball) but with only four balls on the table. Other than that, 
there is practically nothing disabled in this demo. 


Alien Breed: Tower Assault 

Team 17 (CD Only) 


Team 17 built their reputation with the massively playable 
Alien Breed, and then the even more playable Alien Breed 2. 
Rather than being a sequel. Tower Assault is an extension of the 
second game, with some new features but mainly all the fast 
and furious gameplay of the original. This demo features one of 
the levels from the civilian sections of the game, and is not for 
the faint hearted! 


How To Play 

The game is played with a combination of mouse and keyboard, and features full instructions 
from the menu which can be brought up with the ESCape key. But for those who want to get stuck 
right in, here is the quickest way to take a shot: 

(1) When you start the game, you will be in Aim mode. Move the mouse around to change your 
aim on the white ball. Line up with the pack of balls at the other end of the table, and then hold 
down the S key to go into Shot mode. 

(2) Now draw the mouse back towards you, and you will see the cue draw back on screen. 
Move the mouse pointer forward and you’ll see the cue do likewise. When you are ready, slam the 
mouse forward as though you were actually holding a pool cue, and the white ball should go 
shooting across the table. 

(3) To view the shot again, press the R key to replay the shot and move the mouse around to 
view the table from any angle. 

(4) If you’re having any trouble, then hitting the T key turns on tracking mode, which shows 
you in advance where all the balls will go when struck. How much easier do you want it? 




How To Play 

The main character is controlled using the cursor keys, with 
SPACE firing your weapon and CTRL putting you into defence 
mode, where you walk backwards instead of forwards. Easy? 
You wait until you play it! 
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GT Gets Serious 


R ecently-formed GT Interactive Software (Europe) 
has demonstrated that it means business by 
signing a long-term agreement with 
coin-op giant Williams, the company 
responsible for many of the recent big- 
name arcade games such as Mortal 
Kombat II and NBA Jam. 

The deal gives GT the rights to 
release PC conversions of coin-ops 
released after April ist 1995, of which the 
most exciting is the eagerly-waited Mortal 
Kombat 3, pencilled in for a Summer release. 

GT’s European Financial and Commercial Director 
Hilary Cranny is obviously excited by the deal, which 
several major publishing companies were believed to 
be fighting for. “After less than a month in business, 
this contract immediately establishes GT as a major 
publishing force in Europe.” 



Indeed it does. For within those few short weeks, 
GT has established an impressive portfolio, which 
also includes the publishing rights for 
at least the next two iD games, namely 
Heretic and Quake. 

Developing wunderkind 
Probe has previously been 
responsible for con¬ 
verting the Mortal 
Kombat series to PC (with 
remarkable success, it has 
to be said), but it is believed 
that Williams’ team of in-house pro¬ 
grammers will take charge of all future 
conversions. Although its track record is 
unproven, a close working relationship 
with the arcade coders will no doubt prove to be 
an invaluable advantage. 



Mortal Kombat 3 promises to be the bloodiest of 
the ultra-gory series. There are three more characters, 
and tons of hidden codes that enable you to alter the 
way the game plays. And there’s a new ‘Amimality’ 
finishing move that mutates your defeated 
opponent into a animal. 

The first official release from GT will 
be The Ultimate Doom pack, the first 
ever commercial release of the origi¬ 
nal classic blaster Doom, with an 
additional episode (comprising of at 
least three brand new levels) enti¬ 
tled: Thy Flesh Consumed. 

These extra levels will be the 
newest genuine iD creations, having 
been constructed some time after Doom 
M’s. A price-point of below £30 is expected, and 
a release planned for june-ish. 




IVs a Game, Jim — 

But Not As We Know It 


I n a major licensing coup, Activision 
has signed the PC conversion rights 
for the phenomenally successful con¬ 
sole-smash Earthworm Jim, and will be 
releasing a Windows ‘95 version 
towards the end of the year. 

Although Earthworm Jim is a plat¬ 
form game, it oozes style and humour. 
You play an earthworm called — yes! 
— Jim who stumbles upon a special 
‘space suit’ that gives the wriggly crea¬ 
ture arms and legs. The game is spread 
across several huge scrolling levels 
interspersed with numerous sub¬ 


games, and each is peppered with 
some of the most original enemies ever 
seen in a game of this ilk. 

The animation has to be seen to be 
believed — and this is surprise when 
you consider that the game is the 
lovechild of Shiny Entertainment, 
headed-up by Dave Perry, the talent 
behind Virgin’s Aladdin and Cool Spot. 

We haven’t seen a running version 
yet, but it’s unlikely the PC version will 
differ from the console incarnations as, 
aside from the flashy animations, 
there’s little technical wizardry. 



However, that’s not detracting from 
the game in the slightest as it is per¬ 
haps the most playable platformer 
we’ve seen in a long while. 

































Ooh... Saucy! 



only usually feature multimedia products in News if 


they are (a) interesting and (b) come complete 
with copious amounts of luvverly breasts. The 
Pleasures of Sex applies to both. 

Basically, it’s a Shag Manual, detailing every ele¬ 
ment of physical relationships between a man and a 
woman. For the uninitiated (and just because we like the 
words) these include foreplay, erogenous zones, orgasms 
and stimulation. Hee-hee. 

But perhaps the most interesting section focuses 
on exploring different positions. But because this is a 
family CD-ROM, ‘On Top of Dave’ is just too damn 
degrading to feature. 


IS 




Telstar Electronic Studios Managing Director Mark 
Livingstone reckons: “The Pleasures of Sex is innova¬ 
tive and explicit, but delivers important messages to 
mature couples. It deals with the issues of sex in the 
nineties, which involves AIDS, but also 
deals frankly with the more enjoyable side 
of sex!” Oh, that’s good. 

Now these supa-saucy CD-ROMs are all very 
good, but until a member of PC GAMES’ 
editorial team loses his virginity and stops sniggering 
about this kind of stuff, their authenticity cannot be 
verified. Any offers of practical lessons, please? (Only 
female readers need apply, by the way.) 






Foroptay begins at a very 
eady stage of iovemaking 
Yotir body language wiH 
9ub>consciousl/ tell your 
partner the vray you feel 
Retax and altoiv yourself to 
become receptive to their 
responses Learn to recognise 
when to touch and when not 
to 


Team Talk 

Who are the geezas who write 
PC GAMES? And just what or 
who has taken their fancy this 
month? All is revealed below... 


David Upchurch 

Editor 

Again Dave cleverly 
avoided doing any real 
work by swanning of to 
the computer show in 
the States. We heard it was 
one long party, but he 
claims it was a real 
grind — which perhaps 
explains why he woke 
up every morning with 
a raging headache and 
feeling nauseous. 

Alex Simmons 

Reviews Editor 

While the fat’s away, the 
mice will play — and 
howl Alex had a great 
time this month as he was 
allowed to travel up to 
Yorkshire and check 




Going Live in 

‘95 

f ollowing the success of Live '94, 
Earls Court will once again play host 
to the hottest names in the gaming 
arena — and PC GAMES will be there! 

Live ‘95 will run from i9-24th 
September 1995 and EMAP Images, 
publishers of PC GAMES, PC Review and 
C& VG, will once again look after those 
whose main interest is computer games 
by sponsoring an area where punters 
will be able to try out the hottest titles 
and compete in special challenges. And 
prizes better than tost year's bags of 
crisps are promised for the winners. 

The format for the show is still unde¬ 
cided, but PC GAMES will be there, so 
you’ll be able to chat with the team and 
see for yourself the world’s largest man. 

We’ll bring you more concrete infor¬ 
mation os the event draws closer, but 
set aside a day or two in September to 
ensure that you ore where the action is. 



AL.1RA. 


PC Games Hurt — 
And That’s Official! 


A ura Systems, Inc. has designed what has to be the most damag¬ 
ing piece of hardware the PC world has ever seen. The Aura 
Interactor is a Virtual Reality vest that is compatible with almost any 
game system, but it has been pioneered on the PC. 

Once the user slips the contraption on, punches, explosions and 
gunfire is simulated with the aid of body-pulsing vibrations using the 
same technology employed by the US military — presumably when 
its soldiers are practising playing 
Doom or something. 

This method ensures that the 
vest is compatible with 
almost any computer game. 

But this technology does 


raise a concerning question: 
how realistic are hardware 
manufacturers willing to go? 
Will we see vests the slice 
you up when someone per¬ 
forms a Mortal Kombat 
death move? Will your guts 
explode when shot at in 
Doom? Or will you finally be 
able to get to grips with Tia 
Carrere in The Daedalus 
Encounter? Let’s hope so! 


Enter human 
years here 


Pete Barrel! 

Designer 

Poor old Pete doesn’t 
get his cute chops on 
the Team Talk that much 
— which is a pity, because 
he’s great. So what, er, ‘took 
your fancy’ this month, 

Pete? “Oh, Widget 
Workshop, definitely — 

I ‘m going to use it to 
make my own Lottery 
predictor and win mil¬ 
lions.” Yeah, right. 


out Team 17*5 top line¬ 
up of new games in 
development (normally 
Dave would be the one 
to go on the good trips 
like this, you see). 


Dave Kelsall 

Art Editor 

Being a bit of a drink- 
loving barfly, ‘our’ Dave 
was particularly taken 
by Interplay’s excellent 
Virtual Pool. So why exactly 
do you like it so much, 

Dave. “I don’t know,” 
he muttered in 
reply,”because it’s 
good.” Hmm, you’re 
wasted, Dave — you 
should be a reviewer. 



O 


































O Bruce Smith Books has 
just published the ultimate 
SimCity 2000 bible, which 
reveals the best way to cre¬ 
ate a successful city. Secrets 
Of Sim City 2000, written by 
Andrew Banner, tackles 
every aspect of the game, 
and even lists a few ways to 
cheat your way to the top. 
It’s out now, price £9.95 

O Electronics giant Sony 
has made its first move into 
the quad-speed CD-ROM 
market with the launch of 
two new drives. Promising 
technical innovation, at a 
price you can afford, you can 
expect to shell out £119 and 
£139 (ex. VAT), depending on 
the specifications you 
require. Contact (0181) 760 
0500 for more information. 

O U.S. Robotics has 
launched an internal PC 
half-card version of its bud¬ 
get-priced V.3i| modem, the 
Sportster 28,800, which 
operates at data speeds of 
up to 28,800bps and has 
auto-dial, auto-answer and 
call progress detection capa¬ 
bilities. It costs £299. Now 
isn’t that interesting? 

O Stop PressI In a surprise 
move. Interplay has bought 
Shiny Entertainment (the 
people who did Earthworm 
Jim) for an undisclosed (but 
probably huge) sum of 
money. All future games 
developed by Shiny will now 
be published by Interplay, 
although the PC version of 
Earthworm Jim will still be 
published by Activision. 

O Intelligent Games, the 
people responsible for the 
strategy sim Ticonderoga 
and the forthcoming Maxis 
game, Simisle, are working 
on a new 3D game called 
Raptor, which centres 
around the adventures of a 
futuristic archaeologist. It 
will be published by 
Mindscape this Autumn. 

O Electronic Arts has set up 
its own Home Page on the 
World Web, containing hot 
news about all EA products. 
If you fancy having a gander, 
its location is: 

http://www.ea.com/ratings.html 




And The 
Winners Are,,. 

The results for the prestigious EMAP Images Golden Joysticks Awards, which 
were held on the 4th of May, are just in — and here they are (well, the ones rele¬ 
vant to PC owners, anyway), hot off the presses. Remember, you, the games-play- 
ing public, voted for these, so this is a true and accurate indication of what the 
punters think, and not some industry big-wigs who wouldn’t know a great game 


from their arse. 

Best Computer Advertisement 
Rise Of The Robots — Mirage 

Best Multimedia Game 
Wing Commander III — Origin 

Best Computer Strategy/Simulation 
Theme Park — Bullfrog 

Best Adventure Games 
Beneath A Steel Sky — Virgin 

Best Original Computer Game 
Theme Park — Bullfrog 



Computer Game Of The Year 
Doom il — Virgin 

Best Computer Programmer 
Bullfrog 

Services To The Software Industry 
Probe Software 

Software House Of The Year 
Electronic Arts 





CHARTS 
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Top 10 PC Games 

1. X-COM: 

Terror From The Deep 

MicroProse 

2. Discworld 

Psygnosis 

3. Premier JlAanager 3 

Gremlin Interactive 

4. Aladdin 

VIE 

5. Defender Of The Empire 

LucasArts 

6. Transport Tycoon Editor 

MicroProse 

7. The Lion King 

VIE 

8. KA-50 Hokum 

VIE 

9. X-Wing Triple Pack 

us Gold 

10. Desert Strike 

Gremlin Interactive 

Top 10 CD-ROM Games 

1. Discworld 

Psygnosis 

2. X-COM: 

Terror From The Deep 

MicroProse 

3. Dark Forces 

LucasArts 

4. Star Trek: TNG Demo 

MicroProse 

5. Descent 

Interplay 

6 , X-Wing Collector*s CD 

LucasArts 

7. US Navy Fighters 

Electronic Arts 

8. Transport Tycoon 

MicroProse 

9. A/lagic Carpet 

Electronic Arts 

10. Desert Strike 

Gremlin Interactive 

MEGASTORES 

These charts are supplied by Virgin Wlegastore. 

























PRICE! CHOKE! QUAUTY! SERV!CE! 


These have made us one off the largest suppliers 
off computer & video games in the country today! 


CD ROM GAMES 


CD ROM PRICE-BREAKER PACK 

Wing Comaaander 3 + Magic Carpet + 
Rise of the Robots . RRP £159.97 



SPECIAL OFFER PRICE . £ 91.99 


D«BMUKENCO(JNni„. 

Desceni 

Deser Stiike. 

Deluxe Sw Pcxeh 2.. 

OlGITAl OUEAMWAIE..,. 

OlSCWCWD. 

Doom 2.. 

Dsexmwes. 

Dune 2 & luiiE OfiHE Temptsess .. 

Dugeon Mastee 2. 

Eaeihsiege. 

Eieveeeih Ho*. 

Fields oeGioey. 

flFASoccEii|B.O.G.O.F,l . 

Fkmei Wing. 

FlASHBAa. 

Fight Unumied. 

Ffotma-FtsTENCouEiBB- 

Fuu Theottle. 

Qngeweao Man. 

FIASD6ALI4. 

FIaepocin Classics. 

FIEXIEN WOSIDS |fOB MAGIC CAEPET| .. 

High Seas Teadee. 

INDYCAE Racing. 

Ieon Assault. 

IshaeS. 

Jungle Stek. 

Kastaeov / Geamtseam Beege_ 


Kings Quest 7 

Links Golf Pbo SuKE F>Aa. 

limi Big Aoventuee. 

lOADSTAE. 

Lost Eden. 

IoedsOe Midnight. 

Loeos Or The Realm. 

Lucas Aets Doueif Pack (Indiana Jones i Day oe the 

Magic Caepet (B.O.G.O.F.) . 

Maeio's Game Chailenge. 

Michaei Jobdan in Pught.. 

Miceo Machines 2. 

Moetai Kombat 2. 

Mvst... 

Nascab 

NBA'95. 

NHlHoap'95. 

Nocieopous. 

Oeeadon Booycount. 

PGA Toue Got. 

PiNBAu Deeams Deluxe. 

Pizza Tycoon. 

Playboy Sceeen Saveb. 

Police Quest 7. 

P0EWK2/P0«VEEM0NI!a. 

PsyotoPmau. 

Peivateee. 

Peemieb Manages 3.. 

Quaeantine. 

Ramoao Tycoon a 50 Games, 



0 LINES OPEN 9AM-8PM MON-FRI, 
9AAA-7PM SAT, T0.30AM4PM SUN. 
ANSWERPHONE ALL OTHER TIAAES. 

B order by credit card, cheque 
POSTAL orders OR CASH (PLEASE SEND 
CASH IN A REGISTERED ENVELOPE FOR 
YOUR OWN PROTECTION. 

0 NEXT DAY DELIVERY £3.50 FOR ORDERS 
UP TO £50, £5 FOR ORDERS OVER £50, 
PLEASE ORDER BEFORE 3PM TO ENSURE 
IMMEDIATE DESPATCH. 


. BUY ONE GET 
ONE FREE! 

‘ Buy one of the following titles at 
the punished price & get another of 
A your choice absolutely FREE!! 

L Magic Cawt- (Most OEiGNAiGAMf 1994 +Best game 1994| 
Theme Paw ■ youe own amusement paek - Business sim| 

r US Navy Fighihes • (Most eeaustic eught sim yet) 

t FIFA iNnnuiiottAL Soccw - (Best seuing footbau game) 

i System Shock • (Smiy Shocking! I) 


Alex Dampiee's Peo Hockey '95.ElOWEST 

Alien Bbeed • Tower Assault.£22.99 

Au New Woeio oe Lemmings.£24.99 

Alone IN the Dark 2.£13.99 

Alone IN THE Dark 3.£31.99 

Armoured Fist.£25 ,99 

ATir*M WiNNIM PUTIN.M 

lUYI i, CmUMYlON, lEMMIN.I.£32.49 

Boeoigi.—.—.J33.99 

Bioeorge Cute Book.£8.99 

Bitmap CoMPHATiON.£21,49 

Bund Dah.£9 99 

Bridge Champion with Omar Sharif.£25.99 

Bureau 13.£24.99 

Campaign 2.£11.99 

CwWae.ELOWEST 

Classic Couection |Deiuxe Strip Poker, Deiuxe Strip Poker 2], 

Centeeeold Squares, PinTJp Jigsaws.£17 99 

CCXONIZATION.£28,99 

Cover Giei Strip Poker.£11.50 

Chaos Control.£24 99 

Oeatuee Sim.£29.99 

Dark Fows _ i33.49 


Rebel Assault ., 

Rise Of the Robots.... 

Rise OE THE Triad.. 

Sam {Max Hr The Road. 


Seci® OE Monkey Island. 

Seal Team 

Shadowcasiee. 

Simon the Sorcerer. 

Simon the SosaREE 2. 

SOIMAEia.. 

Slam City. 

SikteeamSOOO. 

Spectre VR. 

SiEKE Commander. 

Star Trek: Next Gbwtion_ 

Sufa Kaits.....__ 

SuPST Tetris+ 50 Games 

Super Street Fighter 2. 

SttckatePuis............... 


..JE30.49 


.£25,99 

.£12.99 

.£10.99 

.£15.99 

.£32.99 

_...X31.50 

.£13.99 

.£12.99 

.£27.99 

.£27.99 

..£LOWEST 

.£12.99 

£26.50 

.£29.99 

.£22,99 

.£33.50 

_£24.99 

.£30.50 

.£24.99 

.£25,49 

.£19,99 

.£15.99 

.£24.99 

£999 

.£2399 

£12.99 

.£22,49 

,.i9.99 


Theme Park JUXSAFJ 

Transport tycoon 
U.F.OiMA5TaOF0iiON 

Under A Krbng Moon. 

UNNEassARY Roughness '95.... 
US Navy Fighters POGOF) 

Virtual Poa. 

Virtual Vegas. 

ViRTUA Chess. 

Voyeur 

WNOCOMMAICaT.. 

Wing Commander 3. 

Wing Commander 3 Clue Book. 

Wing Commander Armada. 

Wings Of Glory., 

World Cup Go(f ., 

Xplora (Peter Gabriel). 

XCOMM: Terror from THE Deep... 
XWiNG 


.£27.99 

.£18,75 

.£34,50 

.£27.99 

.£24.99 

£25.25 

£24.99 

Tentaci£|..£29.99 

.£3399 

£19,99 

£9,99 

.£lOWEST 

.£22,49 

£32,99 

.£26.99 

..£33.99 

.£28.99 

.£33.99 

..£19.99 

.£33.99 

.£24,99 

.£28,99 

£16.99 

.£29 49 

£9.99 



Aden Logic. 

Ancient Lands. 

Arthur's Teacher Troubie . 

Comptons '95 ENCvaoPEDA. 

CWJSAIION. 

Dangerous Creatures (Microsoet) .£57.50.£25.99 

Dinosaurs (MiCROSOfT). £57,50.£26.99 

Encarta '95 (Microsoft).£99 99 .£39.99 

FAMiiYOoaoR.£3499.£10.50 

Gabriel Knight.£44.99.£17.99 

Goif (Microsoet].£57.50.£17.99 

Grouer Version 7 .£59,99.£1999 

Great Naval Battles 2.£44 99.£17 99 

Grouer Version 7.£59 99.£19 99 

lESURf Sun Larry 6.£39 99.£20 99 

Menzo Berranzan.£44 99.£17 99 

MysiSSimCity.£104,98.£35 99 

Panzer General.£3999.£17.99 

Subwar 2050.£49,99.£15.99 

Sim Oty 2000.£49.99. £20.99 

World AtiasVS.£59.99 £11.75 

hiW Tm£S AVAIABIE EVERY W® - CAB FOR lAlESr 


CD ROM HOME 
& REFERENCE 


.,£23 99 
. J!19.99 
..£27.99 

-£27.99 


.£15,49 

.£9,99 

.£999 

.£1499 

£2799 

..J!19.99 

£24 99 

.£24,99 

.£29 99 

.£10.99 

__ilOWISI 

..£24.50 

.£12.99 

.£24 99 

_3:9.99 


MICROSOFT SPECIAL OFFERS 

ENCm^ ' 




Anqent Lands . 

Art Gallery. 

Bookshelf '94. 

Cinemama '95. . 
Dangerous Creaiures 
O tNOSAUES . 

Encarta '95 . 

Musk (Per Composer) 


RRP 
£49 99 
..£49 99. 
£99 99 
..£49.99 
£57.50 
£57.50 
£99 99 
..£57.50 


OFFER 

£36.99 

£37.99 

£29.99 

£36.99 

£38.99 

£38.99 

£59.99 

£38.99 


System Sm P-O.G.OJ.) . £29 99 

Tenth TUI ANfflOLOtr-OvT Of Tw Wou, Stai Tw 25 th 
ANN nmAir, Castib, Lon OF THE Rmm, lAiniain, Dumon 
Wau, Waheunb, In's Tau, Taii Tub I Mmwtow .i14.99 

Tank Commander. £24.99 

TFX&Ineerno.£24,99 

Temptation COMPUTION- 

7th Guest, Inoycar, Hand op Fate, Land oe Lore.£30.99 

- - 128.99 

£28.99 


...3^5.99 

.,.£2299 
,..£25.25 
...£33.99 
,..£27.99 
...£17.50 
...£27.99 
,.,£27 99 

_3^.99 

..£3999 
..£12.50 
..£28.99 
..£2999 
..£28,99 
,.£34 99 
..£3199 
..£2599 


, _ DORUNGKINDOSIEY 

£39.99 


£39 99 


.£39 99 


..£39.99 


.£28,99 


..£33 99 


£39 99 


.£4699 



X Wing Couection.£33.99 

1140— CaEJCMN VOL M6 iNaEOCiE TiTifs ON 10 CD'S: Links 
G ou, WoRiD Cup USA '94, Wnier Olympks, Out Run, Thunoerhawk, 
Robocod, Curse oe Enchantia, World Atlas,Spao ENoaowxA, Ti* 
Ammaes, Paint i Paint Power, It's Au Reiative (Comedy), Madonna, 
Mkhaei Jackson, P* Collins and Johnny Castaway Screensaver 
Amazwgvaiueat. £29.99 

CD ROM O.E.M. 

dCDSOMPi^lhi 

Migmai 
ranycn 
wsm $0 
Mt^fT Sm 


Phsswows Veksion 2 - The most usn-FiBiDiT desk-top 
PUIUSH n EVa with FULL AKHOT-UCK GUAIANTSE IF NOT 
SIHTAIIT IMKESSED! EXOTUNT REVIEWS IV AU OITICS „ 1.99 


RRP OUR PRICE 

£49.99.£17.50 

£49 99.£25.99 

£3999.£17,99 

£4999.£19.99 

£39,99.£17 99 


Arcade Pool & Overdrive. 

ADI English/French/Maths. 

Aiex Dampers Pro Hockey '95. 

Battie to 2. 

BBC Gardeners World 3D Garden Designer .. 

Bureau 13. 

Car 5 Driver. 

Cannon Poocer 2. 

Chess Chailenge. 

Chamhonshp Manager '94 Season disk. 

Champcnshp Manager Italia '95. 

CaOMSATION. 

Crystal Maze. 

Daughter Of Serpents. 

Daemonsgate. 

Descent.. 


Hardbaii 4 .. 

HaRD8Au3 . 

Harpoon 2 V2 0 
High Seas Trader,. 
Hokum KA-SO.. ., 

iMPAO. 

INDY Car Racing , . 
Indy Car Track PAa 

ISHAR 2. 

Jimmy White's Snooker 

Jungu Strike . 

If Chlkk's Revenge .... 

Links 386 PRO. 

Inks Goif Courses . 

IionKin&. 

Lords oe Mionighi ... 
Loros Of THE Reaim 


.£24 99 

.£10.75 

.£24 99 

.£2249 

.£24.99 

.£11.99 

.£19.99 

.£13.49 

.£9,99 

.£11.99 

.£22.49 

.£1299 

.. .. ,,£28.50 
..eocli £16.99 
.£1999 
..£25.25 
..£24.99 


3D Body Adventure ■ bring anatcwv to upe with some oe the most 

incredible GRAPHKS SEEN YET COMPRETtNSWE REFERENCE K* ADULTS AND 

CHALLENGING lEARNING EOR KIDS ..£29.99 

Art Gauery (AAkrosoet) ■ covers over 2000 oe the world's most 

EAMOUS PAINTINGS NQUOING A HBIORY OE EACH ONE . £37 99 

BOOKSHEIf '94 (MKROSOET] • REDEFINES RETERENO WITH UGHINNG FAST 
SEARCHES, NQUOFS ENCTCIOEEDIA, OKIIONARY, THESAURUS, AUAS, 
QUOTATIONS AND AIMANAC 

Most comikhensive refereake package ever .£29,99 

CiNEMANIA '95 (MKROSOEI) • COVERING lOOO'S OE THE WORID'S GREAIESI 

FIMSINQUONG SCREEN SHOTS, QUOTES, CASTS AND REVIEWS.£36 99 

Encarta '95 (MaosofT) • The world's bfsi-seuing Muuimeoia 
EN cnoPAEDiA More than 26,000 arikles, 8,000 photos, 

BOO MAPS, 8 HOURS OE SOUND N 60 LANGUAGES, STUDY CUBES 

AND REPORT-WRITING YIPS .SPEOAl OfFFR £59 99 

GuNNESS '94 DISK Of RECORDS ■ CONIANS EVERYTHING N IHf WORID 

FAMOUS BOOK HUS RELEVANT VBEOfOOIAGE .£37 99 

Monty Python's Complete Wash oe Time - Over 20 Screen Savers, 

30 Sketches from the TV series 4 a desktop 'PyTHONISER', ,, £36.99 
OxTORD Dktionar* Of Quotations, Thesaurus and 
C oNOSf Doonary ■ you've used ihe books, now use the 

SOFTWARE ■ much fASIERl. eacll £33.49 

The WAY THINGS work ■ Davc Macaviev's mammoth 
G moe TO A MAGKAl WORID Of MACHINES, RWENIORS, 

SCIENCE 5 lECHNOOGT .£39.99 


.£14.99 

..eoch £17.99 

.£24,99 

.£24.99 

.£15.49 

.£24 99 

.£11.99 

.£22.99 

.£22.50 

.£10,99 

.£19.99 

.£28.99 

.£24,99 

. £12,99 

.£8.50 

.£24.99 

£17.49 

.£14.75 

.£24.99 

..3E27.99 


Dayoe iheTeniacie. 

Defender a the Empire (add to tie fighter). 

Descent . 

Dbcworld........____ 

Doom 2 £32.99 

Dune 2.£1199 

Dungeon Master 2.£27 99 

Earihsiege.£25.49 

Earthsiege Expansion ?ia .£17 99 

Ecsiaika.£24.99 

Elite 2 ■ Fronib.£14,99 

EutePius.£899 

Eye Of THE Beholder 2.£1249 

Fantasy Manager ■ Badoiei 4 Skinner.£ 19 99 

FIFA iNiERNAiiONAi Soccer.£25 99 

Fighter Wing.£30.49 

Fairway TO Heaven. £25,25 

Eught SiMuiAiOR 5.0., £28.99 

Flight Sim 5 New York/Japan/Carmean/Paris .eocli £15.99 

pRONiiER ■ First Encounters...£23.99 

FuNScHoa5 5-7/6-9/8-1I years.£1999 

Graham Gooch World CiassCrkket... ...£2199 

Great Naval Baiiies 2. ...£2599 

Harpoon 2 CaDWAR 4 Westpak Baitiesets .eoch £ 17 99 


10/10 Education SofTWAK 

Au SOFTWARE M THE RANH IS AUGfKD TO TIC HAIICINU OIRRKUilJM AND HAS 
BEEN OESKNEED TO ENIXIU^ lEARNNT THROUGH ETEiaiAFBNG AM) 
EDUCATIONIU GAMES. 10/10 B THE NUMBER ONE SUPPUER Of SOFTWARE TO 
SCNOOtS M TIB COUNTRY (au AVAIABU ON OEK OR C0|. 

Early Essentials (3-7), Junior Essentials (^I 1), Maths Number (6-161 
Algebra (616), Essential Maths (5-12), cngush (616), French (81Sl 
German |8-16), Dinosaurs (Au ages] .Au £17 99 


35’D5DOxlO.£599 3.5’DSHD x 10.£6.50 

3.5- DSDD X 50.£18,99 3.5' DSHD x 50.£20.99 

3.5- DSODxlOO.£3699 3.5'DSHD x lOO.£40.99 


JOYSTICKS & MICE 


Lucas Arts Tripu PactIX-Wing, B-Wing, Imperiai Pursuu).£27 99 

Lucas Arts Trw Pack 2 (Indiana Jones Fate Of Atianiis, _ 

Day Of THE Teniaoe, Sam 4 Max m the Road __i29.99 

Magk Carpet . i27.99 

Mario's Game Chalunge £19.99 

Mega Traveuer 2.£11 99 

Menzo Berranzan .£27.99 

MkroMachnes . £19.49 

Mortal Kombat.£19.99 

htoAi Kombat 2. p2.49 

NAfiCAt £25 49 

On THE Bau World Cup EimbN.£21.99 

PGA Tour Got Pius.£11 99 

Pizza Ttcoon.£28.99 

Pinball Dreams 4 Pinbaii Fantasies.£22.50 

PoPuous2.£11.75 

PowBMM...---£15.99 

Premiei Manager 3.£21 99 

Premier Manager 3 Elxior ..£11.99 

Psycho PwBAU.....£24,99 

Red Baron .„ .£ll 99 

Rise oe the Robots (SVGAj.£28.99 

Rise Of THE Triad. £19.99 

Sam'n'Max Hit THE Road. £17.75 

Secrey Of Monkey IsiAND. £12.49 

Sensmie Socqr Internahonal Edition.£14.49 

SfTTlERS .£24.W 

Sim City 2000. £25.49 

Sim City 2000 Urban Renewal Ku. £14.99 

Sim City CiASSKS.£22.75 

Skidawrks. £1999 

SupsireamSOOO.£24 99 

SPAttHuiK . .£11 99 

Spah Smilafor (Mkrosoei)..£29 99 

Spectre VR.£24.99 

SlREETFIGHIER 2.£ll 49 

Slkr IOlris .£2iW 

Super Streetiighier 2.£24,99 

SUPERFROG.£14.99 

Syndcai!....£2799 

Tachcai Manager Scoiiish/Iiaua .eoch £22.99 

Theme Park. £2799 

tiLANSfORi Tycoon.£28.99 

U.F.O. Enemy Unknown.£27 99 

Unnecessary Roughness.£24.99 

UllMATE BAttGAMMON .£22.99 

WOLFP/O.99 

XXSOM Terror from the Deep . ..£29 99 

X-'WingCoiieciion.£27.99 

X-WiNG Data Etisk (B-Wing)..^5.49 

X-WiNG Data Disk (Imppriai PursuitI.£14.75 

SPKCIAL OrriR 

AuTOtovn Exmss V.3 + G.P.T. Motomm Exprnss 
♦ PowinHUVi...only £49.99 

^ Education 

Fun sCHoa 5. (Three Versions: In Dreamland (67 yrs.), 

In Spact (69 yrs.]. In Time (8-11 yrs.), - muiediscipiuary education 
PACKAGE ccmorming TO THE National CuRRKUiUM, Teaches Maths, 

English, Geography, Ari, Hisiory and Ecology.£19.99 

MkrosofiMagkSchoolbus- 

SoiAR System 4 Human Body ...eodi £31.99 

Mkrosoei Creative Writer.£33.99 

Mkrosoh Fine Aniisi.£33.99 

AuCE IN WONOERIAND.£15.99 

Fisher Prke ABC's.£22.99 

Fisher Prke 123.£22.99 

The Treasure Hunt.£19.99 

Sesame Sreei Letters.£27.50 

Globai Languages - Learn to speak French, German, Italian or Spanish 
through usiemng, speaking and wridng Three ieveis on each obk - 

Beginner, Iniermeduie AND Advanced ..each £40.99 

Kit 'n' PiaY - UNIQUE windows GAME CREATOR. INVENT ADVENTURE GAMES 
PUZZIES OR SHOOT 'EAWPS. NO HEVIOUS EXPERIENa NECESSARyI.£28.9'> 


BCV ■- • : Super Warrior 5QS201JpYsiKK 

I ■ (Analogue, Auio-Fre, 15 hn).£14.99 

". W Warrior 5 QSl 23 Joysikk 

- niB (Anaiogue, 15 Pin).£ 11.50 

Gravis Analogue Joystick.£30 99 

SiJNCOM FX 2000 Joysikk.£18.99 

Phantom 2 - 6 BunoM JotpadII.-.£15.99 

CH PuGHTSia Pro Joysikk • with four fire buttons, 

THROIIU COEETROL AND BUIIUN MINI BYSICK 

RRP£79 95,.Our Price Only £59,99 

Hawk Junior (Auioer, AuroaNiERiNG, 15 hn).£9.99 

Hawk Pius (luRBOfiRE, Auto-fire,, Autoceniering, 15 bn).£11.99 

Eagie CoNiRoi Pad (Turboeire, 8 Direction Pad).£11.99 

Ekupse Mouse ■ 290-2900 DPI variabie resoiudon. 3 button 

MKROSWnCHED, COMES WITH FREE MOUSE MAI.£ 10 99 

Spare mouse mat (choke oe caouRs/ofsiGNS)..,..£2.99 

Pack oe 3 Mouse Mats .Only b.99 

Mkrosoei Mouse wm 18 game s 

(best Of THE ENTERTAINMENT PACKS AND ARCADE PACK|... . ONLY £27,99 


Biueroini 4 Watt Passive Stereo Speakers.£ 15 99 

BiuEPOiNi 80 Wait Active Stereo Speakers.£62.99 

POWFRSOUND 2 SPEAKER SYSTEM - BOOSTER ORCUPY TO 
ENHANCE STEREO OUAUTY, BATTERY OR MAINS. CAN BE MOUNTED 

ON monhor for extra convenience.£16.99 

BiufPaNi Sound f X16 Bn Siereo Sound Card, 

Acne 4 SouNOBiASiER Compauble, 

Sony / Mitsumi / Panasonk Iniereaces.£66 99 

SouNDBiASiER 16 Value 4 10 EA games including Wing Commander 2. 

PGA Goif, Indy 500.Only £109 9^ 

SouNoeiAse 16 value rack- 16 bit sound card, 20vokes, 

16 BIT OR 8 BIT SAMPLING AND PlAYBACK J4-44kHz1, 4 OPERATOR PM 

SYNTHESISER, AU RELEVANT SOFTWARE (RRP £105 99|.£84,99 

SOUNDBLASTER AWE 32 SOUND CARD - CD QUAUTY SAMPUNG AND 
BAYBACK |644.1kHzL 512K RAM, 32 yokes, 16 Channels, au 
relevant soeiware. The new generation oe sounobiasier 

IBCHNaOGYl 

^ £279 99).£17499 

Iechnoplus Audosound 16- 


16 Bn SAMBINGANO BAYBACK, 
20 VOCES, Panasonk 4 
Sony INWAa, SOUNDBLASTER 
COMPAIieU 

(RRP £99.99).£69.99 

PC Sound System 2 • 

COMPREHENSIVE SIARKR KU 
INCLUDES 100% SOUNOBIASIER 
COMPATIBLE SOUNDCARD, HAWK 

BUS TURBOEIRE BYSIKK, HIGHPERFORMANCE POWERSOUND SPEAKERS, All 
RELEVANT SOFTWARE (RRR £99.99).£59 99 

CD ROM DRIVES 


Panasonk CR563B internal CD ROM drive 

(double speed, 3oOKB/Sec, easy to instau).£99 99 

Biuepoini ICD ■ 300 CD Rom Drive.£104.99 

MPX-3 24 Bit MPEG Card..£222.99 

300 lum • Auon TTOV n PUT AU WO Gmih 

WPOuiK_ 



_OW.W 


>••••••« 


ERIE MEMRERfHIP 

All Prices include VAT. 




FREE MEMBERSHIP! SIMPLY FILL IN YOUR 
DETAILS ON THE FORM AT THE BOTTOM OF 
THE PAGE, NO PURCHASE NECESSARY. 

WE PROVIDE ONE OF THE FASTEST 
DELIVERY SERVICES AROUND, 2-3 DAYS 
MAX ON STOCK ITEMS. (PLEASE ALLOW 7 
DAYS EOR CLEARANCE IF SENDING A CHEQUE) 

ALL ITEMS ORDERED FROM US ARE FULLY 
INSURED AGAINST LOSS OR DAMAGE 

ALL GOODS ARE FULLY GUARANTEED. IF 
ANY ITEM DOESN'T WORK AS IT 
SHOULD, WE'LL REPLACE IT IMMEDIATELY 
AT NO COST TO YOU 

0 tOOO'S OF TITLES AVAILABLE, IF YOU 
CAN'T SEE THE ITEM YOU WANT, PLEASE 
RING AS STOCK ARRIVES DAILY 
SOFTWARE AND ACCESSORIES 
AVAILABLE FOR ALL MACHINES. 

ORDER BY PHONE, FAX OR POST. 


0 

0 


Gofires available for all machines eg. Theme Parle (300) • £37.49, FIFA Soccer (Amiga) - £21.99, Soleil (Megadrive) • £38.99, AVP (Joguarj • £47.99 


Cut Out This order form and post to : 

GAMEPLAY, UNm 1, BARDEN CLOSE 
BATlfYy W. YORKSHIRE WF17 7JG. 



Foraaat 


Price 




£ 



£ 



£ 



£ 



£ 



£ 

Postage is FREE on all accessories and P&P 

orders of more than one item. Please ADD 
£ 1 for orders of just one software item. XOTAL 

£ 

£ 


Card Nu/vaber □□□□□□□□□□□□□□□□ Expiry Date 


Cheques payable to 'Gameplay'. 

Prices correct at time of going to press. E & OE. 















































































































































































































































































A Cyber GolF Club and Ge^! 






- ■ 








go 




\e Dack or your PC, allowing you to tee off on yuui ul/iju'fltf! Hiumo withQiJt„gct!iJaUy leaving the com- 
^ fort of your living room. For the ultimate virtual experience, just sprinkle grass seed on the carpet, wateTevefy'tdftpte^^ 
' idays and within weeks your front room will look just like the opening fairway at the Bellfry! 

AnyW^, thanks to Empire weVe got one of these beauties to give away, along with SIX copies of their excellent^ 
,f}.^Pfeture Perfect Golf, as well as tonnes of Head golfing gear! A double-bogey this ain’t! 




How To Enter 


It’s easier than hitting a hole in one. Well, quite a lot easier, actually! Simply read the questions below, pick an answer for each and then jot all three down on the 
back of a sealed envelope or postcard, along with your name and address. Stick a stamp on the front and send it to: Caddyshack Compo, PC GAMES, Priory Court, 30- 
32 Farringdon Lane, London ECiR 3AU. 

All entries must arrive by the 6th of July 1995, when the lucky winner and five runners-up will be picked by Seve Ballesteros from Nick Faldo’s golf bag. Good luck! 


The Questions 




1. What’s the golfer’s term given to finishing a hole 
one under par? 

(a) A Bogey 

(b) A Birdie 

(c) An Albatross 


2. Generally speaking, what is the best club to use 
when playing a bunker shot? 

(a) Sand Wedge 

(b) Pitching Wedge 

(c) Sandwich 


3. An easy one to finish. How many holes is a round of 
usually golf set over? 

(a) 1.8 

(b) 18 




(c) 180 













Premiering 




What the critics have said . . . 

about RED BARON. . . 

“One of the most exhilarating 
flying experiences around” 

-PC REVIEW 

“If you own a PC with VGA 
graphics, buy Red Baron or you 
are a complete dork! Unmissable 
dogfighting action for all. Red 
Baron is, well “‘gobsmacking’ 
basically” — ZERO 

about 

ACES OF THE PACIFIC . . . 

“All in all a mega thumbs up for 
Aces of the Pacific” — PC ZONE 

“Incredible attention to detail” 

- PC FORMAT 


about 

ACES OVER EUROPE. . . 

“AOE has some of the most 
exciting dogfighting action seen 
in a PC flight sim. An 
immensely enojoyable game.” 

-PC FORMAT 

“Our advice - get it, play it, 
eniov it” -PC PLUS 


ACES OVER EUROPE ★ ACES OF THE PACOTC ^ RED BARON A A-10 TANK KILLER 


A-10 


KILLER 


^ Includes Red Baron, Aces of the Pacific, Aces Over Europe, A-10 Tank Killer, and the 
expansion programs Red Baron: Mission Builder, and Aces of the Pacific: WWII1946. 

Engage the enemy on quick single missions, or enlist for a full tour of duty. Experience 
the intensity of aerial combat in two world wars and the Persian Gulf as you fly over 80 
different aircraft. 

^ Featuring Aviation Pioneers, a multimedia review of aviation history from 1903 to 1939 
Includes rare and historic film clips and photographs of milestones in aviation history. 


★ Available Now! ★ 

Call Sierra on 01734 303171for more details 


COLLECTOR'S SERIES 
























I t’s said that they do things bigger in the States. And iF you 
needed some sort oF prooF to back up that old cliche, then 
you need only look at the Electronic Entertainment Expo (or 
E^, to give it its trendy acronym). 

Held in Los Angeles From 11th-13th oF May, E^ is where soFtware 
publishers and developers From around the world gather to display 
their wares. The only thing remotely comparable to it is the ECTS, 
which is held in London every Spring and Autumn; comparable, that 
is, in everything except size and scale — E^ is roughly three times 
bigger than the ECTS. 

Although many publishers were expressing interest in the Saturn 
and PlayStation ‘next generation’ consoles, in terms oF the number 
oF games on display the PC was easily the star oF the show. And 
when I say PC I mean PC CD-ROM — you could count the number oF 
PC Floppy games scheduled For release on one Finger. 

Over the next ten pages you’ll Find a comprehensive overview oF 
what was at the show. Although there weren’t any amazingly diFFer- 
ent or original games on view, there were lots oF very good quality 
ones — and most oF them seemed to be sequels For some reason. 
We hope you enjoy reading it as much as we enjoyed writing it... 









\ . 

an Decay 

The future is full of possibilities. One day a mad 
scientist might splice together the genes of Quentin 
‘Pulp Fiction’ Tarantino and John ‘Hard Target’ Wu. 
And then someone might use the resulting mix to cre¬ 
ate a human baby. And then that baby might grow up 
to be a hugely-gifted games programmer. And if all 
that was ever to happen, then — and only then — 
would we be likely, to see a game'more violent than 
Urban Decay. 


Urban Decays scenes of blood-letting are so 
graphic that they’re likely to offend and sicken even 
the most liberal and tolerant of people. Which is A 
Good Thing, we reckon — we’re fed up with nancy 
games designed to please everyone from “8 to 8o”, as 
the old cliche goes. 

Created by the same people behind the excellent 
— if all-too-brief — Ecstatica, Urban Decay uses an 
vastly-enhanced version of that game’s ‘ellipsoid 
polygon’ 3D technology. The most significant 
improvement is that the action can now take place in 
SVGA. It’s also possible for scenes to have different 


levels, so that if you look down from a catwalk you can 
see people below. 

With Urban Decay still a year or so from comple¬ 
tion, much of the game’s plot is stilt subject to 
change. At the moment it centres around a lone man’s 
battle for justice against the police and the street 
gangs in a rundown metropolis. However, as long as it 
stays ultra-violent, it could be about stamp collecting 
as far as I’m concerned. Urban Decay was my person¬ 
al ‘Star Of The Show’; look out for it — it’s going to be 
absolutely massive. 

• Urban Decay will be released in Summer 1996. 



High Octane 

Bullfrog 

E3 was full of surprises but perhaps the biggest 
came from Bullfrog. The Guildford super-coders 
unveiled High Octane, yet another new game — no 
surprises there, admittedly — but the twist here is 
that it’s due for release not this Xmas, not this Autumn 
but next month. 

Essentially High Octane is a futuristic racing game 
in which up to 12 players (over a network, naturally) 
crash, smash and bash their way around strange alien 
landscapes in a desperate attempt to become top of 
the racing league. The game features six different 
hover vehicles to drive in all, each with their own 
unique handling techniques, armour thicknesses and 
weapons mountings. 

True, unlike most Bullfrog games. High Octane 
couldn’t be said to be bursting with originality, but 
what it does have the bucket-load is (a) speed, and (b) 
playability. The exhilaration produced by searing 
around a hairpin bend at 2oomph is extreme, to say 
the least. 

• High Octane will be released this June. 




Interplay follow up the ground-breaking Descent with the unimagi¬ 
natively titled sequel. Descent 2. Already looking remarkably similar 
to the original game, this super-sequel promises loads more 360- 
degree blasting action as welt as new enemies to engage and even 
more weapons to collect. There are even rumours that the game will 
feature an Super VGA mode when it’s released this Christmas — 
let’s hope so, eh? 


The Hive 

Trimark 

One of the prettiest games at the E^ show was The Hive, an animation-rich CD game that publishers Trimark 
confidently predict will “create a buzz among gamers”. (And who said that Americans don’t have a good sense 
of humour?) It’s a 3D shoot-’em-up along the lines of Chaos Control, in that you’re guided along a pre-rendered 
flight path and have to pick off the enemy — mutant bees called Hivasects — as they whizz by. 

The twist here is that, unlike Chaos Control, the enemy appear randomly, so success is not just a case of 
remembering where the bugs appear and pointing the cursor there. The Hive also boasts what Trimark call 
“Panoractive sequences”, which allow the player to look around as well as up and down from a fixed point. 

David Localio, Trimark’s VP of Sales and Marketing, was so enthusiastic about The Hive that he remarked: 
“We are proud to unveil a CD-ROM title that fully explores the action/arcade game genre.” Boy — he certainly 
knows how to generate a bit of hype, doesn’t he? 

• The Hive will be released this October. 








feature 


in brief 

• Many softcos took the opportunity of to showcase stuff that 
was a long way off, and Interplay was one of them. Net Runner is a 
Bladerunner-ish interactive movie featuring digitised actors per¬ 
forming in front of computer-generated backdrops. It looked quite 
intriguing, but don’t get too excited though — it’s unlikely to be 
released before Spring of next year. 

• Regular readers may remember that last issue we gave you a 
sneak preview of a new Delphine game from EA called Project 
Morphs. Well, we just thought we’d take this opportunity to inform 
you that it’s been retitled a somewhat snappier Crossfire. Other 
than there’s nothing new to report — except, of course, that it still 
looirs bleedin’ fantastic. 

• Access announced that Under A Killing Moon 2 was already in 
production, although all it had to show of it were some stills of ren¬ 
dered game locations. There’s no news on the plot or who will star 
in the game, as it’s still a year or so from completion. 

• Coming this Winter from Philips Media is Alien Ally, a 3O action 
game created by Argonaut Software. It looks beautiful, blending 
excellent Rebel Assault-style pre-rendered shoot-’em-up bits with 
Doom-style free-roaming 3D bits. More news soon... 

• Having snatched Cyberia developers Xatrix from Interplay, Virgin 
are now looking forward to the release of their forthcoming sequel 
called — you guessed it — Cyberia 2. Hopefully hitting the shelves 
around Christmas, Cyberia 2 will keep in style with the original 
game, and will again be an interactive movie-type thang featuring 
gratuitous rendering and loads of gorgeous presentation. 
Thankfully the gameplay will be radically reworked, to make this 
super-sequel even more playable than its parent. 

• VR Sports is the title given to Interplay’s new range of sports 
simulations soon to debut on the Saturn and PlayStation followed 
by an imminent PC release. Currently working on VR Baseball ‘95, 
the 25-strong development team will also be releasing VR 
Basketball and VR Hockey. Featuring motion-captured players and 
Interplay’s realistic 360 degree Virtual Fieldvision, VR Baseball will 
combine spectacular graphics with intuitive controls, as well 
including as the stats, players and even stadiums of real-life base¬ 
ball teams! Expect to see VR Baseball around the end of the year. 

• Blizzard Entertainment are back, and they’ve bought WarCraft 
along for the journey. Scheduled for an October release, WarCraft 
It: Tides of Darkness once again sees the ores battling out with us 
humans, but now a whole host of new beasties, including Dragons, 
Elven archers and Griffins have been drafted in for the siege. 
Including beginner missions and advanced campaigns for veterans 
of the original game, WarCraft 2 will also feature extensive multi¬ 
player options, in which up to 7 players can compete via a network! 

• Pax Imperia 2 is Blizzard’s long-awaited sequel to the original 
Pax Imperia. Mind you, we can’t actually remember the original but 
— hey! — we’ll give anything a try! Essentially it’s a space strategy 
game in which players get to maintain, control and expand their 
own galactic empire, having complete freedom to construct space¬ 
ships and then send them across sprawling solar systems. 

Released this coming October, Pax Imperia 2 is another game to 
feature a multi-player network option, and is structured in such a 
way that the size of the game area and the intelligence of the 
enemy is completely user-definable, making this one for gamers of 
all persuasions. 

• Electronic Arts continue their popular EA Sports range with NHL 
‘96, an enhanced version of their high-playable hockey game. 
Featuring up-to-date team rosters based on last season’s statistics, 
the game will feature all the bone-crunching body checks and slap¬ 
shot power-plays that made the original so good, as well as includ¬ 
ing CD-quality sound and an instant replay option packed with 
dynamic camera angles. Complete with modem support on CD, NHL 
'96 will be emerging from the sin bin in the Autumn. 



Rebel Assault 2 


LucasArts 

First there was Rebel Assault, the biggest-selling CD game of all time. And now there is Rebel Assault 2 - 
and it’s more than likely that this long-awaited sequel will do just as well when it’s launched this Xmas. Unlike 
the first game, which basically followed the plot of Star Wars and culminated in the attack on the Death Star, 
Rebel 2 has an all-new storyline. Featuring brand new locations, characters and technology. Rebel 2 centres 
around the Dreighton Nebula, a sort of Bermuda Triangle in space where ships mysteriously go missing. 

Many years ago, during the Clone Wars, two mighty fleets of starships were engaged in battle when they 
were swallowed up by the Nebula, never to be seen again. Now pilots joke that its the ghosts of those two war¬ 
ring factions who are responsible for the lost ships, but as the game progresses it becomes clear that the Empire 
is behind the disappearances, and a new threat to the Alliance is revealed... 

Only two characters from Rebel 1 re-appear in the sequel, namely Rookie One (i.e. you, the player) and Ru 
Murleen. However, they — and the rest of the game’s characters — are no longer hand-drawn graphics but blue- 
screened actors performing in front of computer-generated backdrops a la Wing Commander 3. 

“This is the first time George Lucas has let anyone else film a live action Star Wars fantasy,” says Rebel 2’s 
project leaders, Vince Lee, “so it’s really an honour to be making this game — and it really better be good!” 

The gameplay is effectively the same as before — i.e. lots of action-packed flying and blasting as you travel 
along pre-rendered paths pulled off CD. However, the video playback system employed is a vast improvement 
over Rebel I’s, boasting greater speed and improved image clarity. 

The range and scope of the game has been enhanced too. During the game the player gets to pilot various 
starfighters, including B-Wings, speeder bikes and even the Millennium Falcon, and go into battle against 
stormtroopers, TIE Fighters and Star Destroyers. 

“We have so much more technology available to us than we did with the first game,” concludes Lee. “Rebel 
2 will really be like playing a Star Wars movie. That, combined with an original story and improved gameplay, 
should make Rebel 2 a worthy sequel.” 

Personally we can’t wait for this one — Dave Kelsall has already sent a note to Santa asking for it in his 
stocking this Xmas. 

• Rebel Assault 2 will be released this Xmas. 





Coming this Autumn is TIE Fighter Collector’s CD from LucasArts, 
containing the original TIE Fighter, the Defender Of The Empire cam¬ 
paign add-on and a brand new 22-mission campaign designed spe¬ 
cially for the CD. The CD also features enhanced graphics during the 
intro and cutscenes. 








feature 


The Dig 

LucasArts 

After literally years in development, LucasArts has 
finally revealed that its ambitious graphic adventure. 
The Dig, will be launched in the Autumn. The Dig’s 
dramatic plot revolves around the trials of three astro¬ 
nauts sent to investigate an asteroid approaching the 
Earth. On reaching their destination, however, they 
are transported to a mysterious alien world plagued 
by strange, ghost-like apparitions. 

As you probably already know. The Dig is based on 
a story idea by famous movie director Steven 
Spielberg. However, what you may not know is that it 
boasts special effects created by Industrial Light & 
Magic (who created the effects for Star Wars, Indiana 
Jones, ET, Terminator 2 and Jurassic Park, amongst 
many others) and dialogue written by the award¬ 
winning science fiction author, Orson Scott Card. 

The Dig sounds very impressive on paper, but I 
couldn’t help but feel a little disappointed by it when 1 
saw it at the show. Admittedly I only played it for a few 
minutes so it’s somewhat unfair to make quality 
judgements, but in the same time at last year’s ECTS 
Full Throttle managed to knock my socks off and put 
them back on again! 

However, there’s still some months to go yet 
before The Dig is finally released, and given the 
game’s pedigree — I mean, we’re talking about a 
dream wish collaboration between LucasArts, 
Spielberg and ILM, for gawd’s sake — it’s more than 
likely that my initial impressions will prove to be very 
wrong. Let’s hope so, eh? 

• The Dig will be released this Autumn. 





Mortimer And The Riddles Of The Medallion 

LucasArts 

A lot of misguided fools think that computer games are are puerile entertainment intended just for kids, but 
in the case of LucasArts’ Mortimer And The Riddles Of The Medallion (or MATROFM, for short) they’d be 
absolutely correct. MATROFM is a highly-colourful interactive adventure aimed squarely at inquisitive young¬ 
sters aged between 4 and 9 years old - so it’s going to be the perfect game to help Dave Kelsall while away the 
long, lonely evenings. 

MATROFM is a sort of modern fairytale. Apparently, the evil ne’r-do-well Lodius has stolen a special magical 
medallion from his former mentor, the kindly Professor Lazlow. However, because its magical powers were 
meant only to be used for good deeds, the medallion explodes into a million pieces — but not before Lazlow 
manages to use it to turn all the animals into statues. 

Now Sid and Sally, aided by the giant flying snail Mortimer, must travel the world, releasing the animals from 
their stone prisons and retrieving all the lost shards of the medallion. (This sounds like the plot for one of those 
cartoon strips that Viz do from time to time, doesn’t it?) 

MATROFM may seem like something of a departure from LucasArts’ usual games, but as Jack Sorensen, 
LucasArts’ President, explains: “Over the years LucasArts has developed critically acclaimed educational multi- 
media programs for schools with partners like the National Geographic Society and the National Audubon 
Society. Additionally, George Lucas is very committed to enhancing the lives of children through technology. 
Based on this heritage, it’s natural that LucasArts enter the early entertainment market.” 

• MATROFM will be released in early 1996. 


Calia 2095 

LucasArts 

Does the world really need another Doom clone? 
Well, if it looks like Calia 2095 I’d say the answer is 
“Yes, most definitely”! Partly designed by Ed Kilham, 
the man behind X-Wing and TIE Fighter, Calia 2095 is 
an action thriller blending first-person 3D action with 
more traditional adventure elements, such as info 
gathering and puzzle solving. 

But what exactly is Calia? Well, it stands for 
California Independent Area, an massive island super¬ 
state lying just off the west coast of America which 
was formed by the Great Quake of 2045. It’s a place 
rife with criminal activity, so much so that even the 
police can’t cope, which is why they need someone 
like you — a professional bounty detective. 

As LucasArts didn’t have Calia 2095 on demonstra¬ 
tion at E^ it’s hard to give you any more information 
than this, but the storyline sounds promising and the 
screenshots are certainly very appetite-whetting. 
More news as and when we have it. 

• Calia 2095 will be released this Winter. 




















feature 


f ^ in brief 

• It’s hardly surprising there's tittle to show of Blizzard 
Entertainment’s Shattered Nations, because it won’t actually sur¬ 
face until Winter ‘96! Expect to see detailed SVGA graphics though, 
along with the same compulisvely gripping gameplay that made 
WarCraft so addictive. 

• The PGA Tour golf games have long-since been regarded as by 
far the most playable on virtually any computer, but now Electronic 
Arts are about to make the best even better with the autumn 
release of PGA Tour Golf ‘96! Incorporating an enhanced game 
interface, PGA ‘96 has dispensed with the old style graphics in 
favour of photorealistic golfers and video footage from the PGA 
Tour itself. Stuffed with game options, digitised sound effects and 
even seasoned PGA pros like Tom Kite and Fuzzy Zoeller, this looks 
set to revolutionise pixellated putting greens forever. 

• This autumn Accolade are returning to deep space for the third 
Star Control adventure, aptly titled, er. Star Control III. The sequel 
boasts a number of improvements over its forebears, namely the 
flat zD starmap has now been replaced by a glorious 3D battlefield! 
This obviously makes combat a lot more complex, so the alien ene¬ 
mies’ artificial intelligence has been cranked up to compensate. 
Packed with much-improved presentation and the same absorbing 
gameplay. Star Control III is going to be out of this world. 

• Leaving behind their strategy games for a moment. Blizzard 
enter the RPG scene with the dark-’n’-eerie Diablo. Combining 
state-of-the-art SVGA graphics with intense role-playing gameplay, 
the player descends into a massive crypt looking for vengeance. 
Will you defeat the unseen enemy? Find out when Diablo in 
unleashed in the Spring of next year. 

• Scheduled for release from QQP this August is Awful Green 
Things From Outer Space , a “fun-filled” (it says here) PC-CD 
incarnation of the “popular” (it also says here) boardgame. 



TFX: EF2000 

DID/Ocean 

Digital Image Design dominated the skies with the 
brilliant TFX and look set to do exactly the same when 
the follow-up, TFX: EF2000, is released in October. 
Incorporating an overhauled 3D engine and superior 
presentation, EF2000 places armchair pilots in the 
cockpit of an advanced EuroFighter, and allows them 
to engage the enemy across a massive game area 
stretching over four million square kilometres! 

Piloting your own aircraft as well as commanding 
up to four wingmen, the game caters for both one-off 
dogfights and full-blown campaigns set across a tar¬ 
get-rich environment accurately reproduced from mil¬ 
itary maps and charts. The landscape is made even 
more realistic by the inclusion of staggeringly impres¬ 
sive polygon-mapped terrain, similar to the ground 
techniques featured in Flight Unlimited! 

Threatening to be the most realistic flight sim on 
the PC to date thanks to a highly-accurate flight model 
based on de-classified info from British Aerospace, 
EF2000 becomes totally engrossing when played with 
a VR headset and flying across a network with eight 
other pilots! If DID get any closer to reality they’ll have 
to package sick bags with the game! 

• TFX: EF2000 is due for release this October. 



Philips’ Burn: Cycle first appeared to huge acclaim on the CD-i con¬ 
sole, and now it’s coming to PC-CD this Autumn. It’s a Cyberpunk- 
themed action/adventure game with a plot that echoes that of 
lohnny Mnemonic, in so much as the player has two hours to get rid 
of.. deadly virus that’s been downioaded into his brain. 


Atari confuse the world by announcing the release of the Atari 2600 
Action Pack It, which is scheduled to hit the software shelves this 
Summer. Packed with yet another fifteen Atari VCS ‘classics’, this 
bundle contains Barnstorming, Megamania and Keystone Kapers, to 
name but a few. Whether this second pack has more nostaigic value 
than the first remains to be seen, but let me just say that we’re not 
holding our breath. 
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Warhammer & Warhammer 40,000 

Mindscape 

Considering the popularity of Games Workshop’s table-top games, it was 
inevitable that a Warhammer computer game would appear at some point — 
but I didn’t expect six of ‘em to turn up at once! Yes, it’s true — in collabora¬ 
tion with Games Workshop, Mindscape are planning to release a complete 
series of Warhammer games, the first two of which will be based on Fantasy 
Battles and its space-age brother, Warhammer 40,000: Dark Crusaders. 

Appearing around Christmas, Warhammer Fantasy Battles is essentially 
a strategy game in which the player takes on the part of a human merce¬ 
nary in command of a handful of foot troops. The overall aim to gradu¬ 
ally build up your army by undertaking missions to generate funds, 
battling against rival mercenaries and even the evil Chaos army that’s 
spreading slowly across the realm. Featuring slick 3D-rendered graphics 
throughout and highly-advanced Al, Fantasy Battles promises to be every 
strategy buffs dream. 

Dark Crusaders is a totally different game entirely, and is in fact a Doom- 
style blaster based in a future millennia. Controlling a squad of Dark Angel 
marines; you’ve been summoned by the Emperor to investigate a dis¬ 
turbance on the Imperial planet. Satis Prime. God knows what 
awaits your arrival, but you can bet the devious orks (space-age 
ores) have a hand in the matter. Whatever, this is most definite¬ 
ly a game in which you shoot first and ask questions later! 

• Both Warhammer games are due for release this Xmas. 


Basically it’s a wacky ‘defeat the aliens’ quest, in which the player 
uses anything from a fire extinguisher to a canister of Zgwortz to 
repel the other-worldly invaders. 


• The massive success of the gothic horror movie Interview With 
The Vampire will no doubt come as some encouragement to GT 
Interactive, who later this year plan to release Vampire: The 
Masquerade , a horror adventure in much the same vein (no pun 
intended). Apart from that — and the fact that it’s based on a 
best-selling book by publishers White Wolf — there’s 
precious little more to say about Vampire: The 
Masquerade. We’re sticking our necks out here, but 
we should have some more news next issue. 


• Interplay’s big licensed game is the PC inter¬ 
pretation of the forthcoming Summer movie 
Waterworld. Set in a barbaric future where the 
melting polar ice-caps have flooded the planet, 
the film stars Kevin Costner as a gill-necked hero 
searching for fabled dry land and is rumoured to be 
the most expensive movie ever created. 

On the Interplay stand there was little to s 
the game itself apart from a very nice texture- 
mapped 3D engine which allowed you to scoot 
around the desolate remains of an underwater 
city. No doubt we’ll have more news — and 
some screenshots — nearer Waterworld’s Xmas 
release date. 


• Blimey — programmers, eh? Give ’em an inch and 
they’ll take a mile. Alexey Pajitnov used to be quite 
happy writing little arcade puzzle games. But now he’s got a 
few zillion quid in his pocket thanks to the phenomenal success 
of Tetris, he’s decided to create a vast 3D action/adventure 
game called Ice S Fire. There’s very little to see of it at the 
moment, but hopefully we’ll have more on it nearer the time of its 
release this Autumn by GT Interactive. 










Beavis & Butthead 

Viacom 

MTV’s undynamic duo are raiding the PC and 
they’re bringing their puerile humour with ‘em! In 
Viacom’s point-’n’-click adventure, players control 
either Beavis or Butthead as they try and impress 
gang-leader Todd in an effort to gain acceptance into 
his group of yobbish juveniles. 

Packed with locations and a total of seven skill¬ 
testing sub-games, the all-new script has been crafted 
by the writers of the MTV show, and includes cameo 
appearances from around 50 characters from the tele¬ 
vision programme, including Principle McVicker, Mr 
Buzzcut and Earl! The voices of both Beavis and 
Butthead have been supplied by the vocal talents of 
Mike judge too, the guy originally responsible from 
bringing the tiresome twosome to life. 

• Beavis & Butthead is due for release this Xmas. 



The award for arguably the longest ever title for a computer game 
goes to GameTek’s The Compelling Adventures OfA.Gent. It’s a 
challenging adventure cum action game is which you play an zany 
alcoholic detective hoping to strike it lucky on his next case, A.Gent 
will have a distinctly comic-book style and should surface around the 
end of the year. 



The crews of ‘old’ Trek and ‘new’ Trek collide in Star Trek: 
Generations, Spectrum Holobyte’s forthcoming game based upon 
the hit movie. Players can choose to assume the role of either Picard 
or Kirk in this Doom-like first-person 3D action game, although 
you’d never know it from this dull and totally unrepresentative 
screenshot they gave us. 





SPORT ACCOLADE. THE WORLD'S FOREMOST PC-CD ROM SPORTS PURLISHER. 




















Wing Commander IV 

Origin 

After all the rumour and speculation printed as 
fact by certain other PC magazines, PC GAMES is 
proud to be the first to announce that, yes, it’s official 
— Origin is indeed in the process of creating Wing 
Commander iV. 

Now that the Kilrathi have been defeated, the plot 
centres around internal power struggles within the 
Confederation. Blair, the hero from Wing III, is posted 
to the Border Worlds where civil war has broken out. 
However, while on duty there, Blair uncovers a plot by 
the nefarious Admiral Tolwyn to seize control of the 
Confederation by means of a secret mind-controlling 
super weapon... 

Although hard news about Wing IV is scarce at the 
moment — filming of the FMV bits hadn’t even start¬ 
ed when the announcement was made at E3 — Origin 
confirmed that the game’s basic structure will be the 
same as before, i.e. lots of space dogfights inter¬ 
spersed with ‘movie-like’ interactive cutscenes. 

Indeed, part of the reason for Wing IV’s very un- 
Origin-like release date — this coming Xmas — is 
that the basic game engine from Wing III will be recy¬ 
cled with only a few tweaks here and there. The main 



Acclaim had one of the most impressive stands at the show, which 
was dominated by a huge video wall showing trailers of Batman 
Forever and Judge Dredd, two of Acclaim’s movie licences. Also on 
the stand was the actual Batmobile itself and a Lawmaster bike from 
the Dredd movie — and look, here’s a piccy of some fat saddo sit¬ 
ting on it, accompanied by a raunchy-looking bimbo. If ’is wife ever 
sees this, she’ll kill ‘im... 


innovation is that Origin is dispensing with computer¬ 
generated sets — instead, full-size sets are being spe¬ 
cially built in Hollywood, thus permitting extra direc¬ 
torial flourishes like pans and zooms. 

Actors Mark Hamill, Tom Wilson and Malcolm 
McDowell will return to reprise their roles of Blair, 
Maniac and Tolwyn respectively, and Chris Roberts, 
the original creator of the whole Wing series, is back 
in the director’s chair, 

• Wing IV will be released this Xmas (like, yeah — 
we’ 11 believe it when we see it). 



FIFA Soccer ‘96 

Electronic Arts 

As good as the PC version of EA’s FIFA Soccer was, 
it was still hard not to feel a little short-changed. 
While we were enjoying the soccer sim’s delights in 
attractive but relatively primitive isometric-3D, own¬ 
ers of the slick 3DO version were being treated to gor¬ 
geous texture-mapped 3D players and stadia, multiple 
rotatable camera views and a host of high-tech bells 
and whistles. 

But don’t worry, PC fans — we’ll get our own back 
this Autumn with the release of FIFA Soccer ‘96. As 
well as delivering an enhanced version of the 3D 
graphics system used in the 3DO game, FIFA ‘96 also 
boasts improved player animations, sophisticated 
computer Al for the opposing teams, running com¬ 
mentary by John Motson — “the international voice of 
soccer” (it says here), 15 minutes of FMV footage and 
more besides. 

Indeed, it promises to be a good Autumn for footy 
fans, as that’s the time when Gremlin will also be 
unveiling Actua Soccer, its own 3D soccer game. As to 
which one will be the best... well, only time — and the 
definitive PC GAMES review — will tell. 

• FIFA Soccer ‘96 will be released this Autumn. 


nCTION 

FOOTBRLL 


Real video means this game looks and feels 
just like a televised football game. You’re on 
the side lines coaching 52 of the greatest 
players from the NFL. Make the coaching 
decisions and your strategy lives or dies, in 
full-colour digital video. If you’re looking for 
the ultimate in football action and realism, 
this is your call. 

• Television-style original video footage 

• 52 of the greatest NFL players 

• Realistic graphics • Artificial Intelligence 


BRETTHULL 





Now it’s time to get into the action with the 
players, the hits, and the blistering shots that 
make hockey the quickest sport in the world. 
Now it’s time to lace ’em up with Brett Hull 
Hockey ’95™. 

• Brett Hull and 600 NHLPA greats on ice 

• Customise team attributes 

• Check the instant replays 

• Keep track of the players’ stats 

• 1 or 2 player modes 
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The loth Planet 

Bethesda 

If developers weren’t attempting to create a Doom 
beater, they were trying to top TIE Fighter — or, as in 
Bethesda’s case, they were trying to do both. As well 
as Terminator: Future Shock, the company were 
demonstrating The loth Planet. 

Produced in collaboration with Centropolis 
Entertainment, who have previously been responsi¬ 
ble for ‘hit’ movies such as Moon 44 ^obviously ‘hit’ 
has a silent ‘s’ in this case), Universal Soldier and 
Stargate, The 10th Planet focuses on cosmic battles 
against hideous, bug-like aliens. 

Bethesda’s 3D engine is very impressive, allowing 
you to fly right up close to even the biggest starships 
without any pixellation or degradation in the texture- 
mapped detail. But don’t get too worked up yet — it’s 
not due until next year. 

• The 10th Planet will be released in early 1996. 




Yet another first-person action game is Capstone’s Witchoven, a 
mediaeval romp much akin to Raven Software’s Heretic. Featuring 
all the usual solo and multi-player options as well as puzzles to 
complement the hack-’n’-slay action, Witchaven should hit the 
shelves this Winter. 


The Terminator: 

Future Shock 

Bethesda 

There were more Doom clones at E3 than you could 
wave a ArchVile at, but one of the best was Bethesda’s 
Terminator: Future Shock. In every respect it’s a vast 
improvement on the tragic Terminator: Rampage, 
which Bethesda released last year. 

For a start you don’t just wander around on foot. If 
you find a Hunter-Killer you can climb into the cockpit 
and fly around. If you come across a jeep you can get 
behind the wheel and go for a drive. The amount of 
freedom you have is amazing. And it’s not just a case 
of ‘shoot everything and stay alive’ either — there’s a 
strong plot running through the game and your 
actions determine how it develops. 

• The Terminator: Future Shock will be released 
this Autumn. 





The over-crowded starting grid of PC racers is joined by Bethesda’s 


X-Car, a smart-looking circuit racing game that looks quite literally 
stunning thanks to its SVGA graphics. Choose to driver one of fifteen 
futuristic sports cars around a total of i8 rendered tracks, racing 
against either the computer or human opponents via a network. X- 
Car will be leaving the pits during the Winter. 





You’ll take it to the crunch time with over 
1400 NFL stars busting across the screen. 
Strategy, trading, piay-by-piay, and action so 
intense, your head wili spin. When you piay 
footbali with the pros, it gets pretty rough. 

• Actuai NFL teams 

• 3-D modeiied piayers 

• Customise viewing with infinity Cam™ 

• Design your own piaybook 

• Super VGA graphics • 1 or 2 piayers 


HARD/I 

BALL-] 


The oniy perfect game. Basebaii. HardBail 4™ 
is stacked with 28 reaiistic baliparks with 
varying fieid conditions, compiete stats and 
thrilling play-by-play commentary. From the 
dugouts to the fence, it’s as close to perfect as 
you can get. 

• Brush up on your skills in batting and pitching 

• Fine-tune your player attributes 

• Select your choice of viewing perspective 

• Instant replay mode 

• Superb player graphics 
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in brief 

• One of Interplay’s big announcements was that it has secured 
the rights to produce official Advanced Dungeons & Dragons com¬ 
puter games based on the TSR, Inc.’s Forgotten Realms and 
Planetscape AD&D series. In fact, so important is the deal to 
Interplay that it has set up a special internal division which will 
concentrate on producing AO&D games and nothing else. 

“TSR’s fantasy games have captured the imagination of play¬ 
ers around the world,” said Brian Fargo, Interplay’s President. ”We 
decided we must set this up internally as its own division in order 
to produce the best games possible that fans of AD&O will enjoy.” 

As well as traditional RPG/adventure games. Interplay plan 
AD&D-based strategy, simulation and action games, although it’s 
unlikely that anything will be seen of them before the Autumn. 

• Fans of Papyrus Software’s NASCAR Racing will be delighted to 
learn that there’s a track pack in the pipeline. The add-on, contain¬ 
ing seven new stockcar courses, should be available any day now. 

• Hang on to your steering wheels! Coming this Xmas is IndyCar 
Racing 2, the sequel to the smash hit racer from Papyrus Software. 
Although there was nothing to see of it at E^ Papyrus is promising 
crisp SVGA graphics, realistic collisions, a special ’arcade’ driving 
mode and multi-player link-up options. More news soon... 

• This July LucasArts will launch The LucasArts Archives Vol. 1, a 
CD compilation containing Indiana Jones And The Fate Of Atlantis, 
Day Of The Tentacle, Sam & Max Hit The Road, Rebel Assault and 
Star Wars Screen Entertainment, as well as playable demos of Dark 
Forces, Full Throttle and The Dig. 

• Formula One Grand Prix 2 is, of course, the sequel to 
MicroProse’s classic racing sim. Once again written by Geoff 
Crammond, the game boasts superb SVGA graphics and bags of 
realism. It was on show at E^ (and looking fantastic, we might add) 
but sadly we couldn’t bring you any screenshots of it because 
MicroProse are currently negotiating for official Formula One 
licence. Hopefully we’ll have some for you next month. 

• Although they claim to have been around for three years, devel¬ 
opers Scavenger are a new name to me — although given the quali¬ 
ty of the two games they had on show, I really should know them. 

The first game, gX Frenzy , isn’t about the drunken antics of a 
gang of Australians after closing time as the title implies. Instead 
it’s a Mad Max-ish car combat game in which the player has to bat¬ 
tle off looters and thieves as he tries to ferry cargo across America 
in his 4xq truck. The second game is called Into The Shadows, and 
is an RPG played from an Alone In The Dark-style viewing angle. 

Both games feature stunning texture-mapped and light- 
sourced graphics and should be available by the end of the year. 
With any luck we’ll have some screenshots next issue, when you 
can see for yourself how good the games look. 

• Virtual Karts is a new racing game from MicroProse, which can 
best be described as a simulation enthusiast’s take on SuperKarts. 
Sporting SVGA graphics and multiple in-cockpit and out-of-cockpit 
views, it looks excellent. Look out for piccies next issue. 

• Wot no QuakeT Sadly, no — id Software declined to display its 
forthcoming Doom follow-up, which cast doubt in many people’s 
minds over whether it would make its predicted Xmas release date. 

• Bladerunner is probably one of the most influential sci-fi movies 
ever made, and fans will be pleased to hear (hopefully) that it’s 
going to be turned into a PC game courtesy of Westwood Studios 
and Virgin Interactive. Work hasn’t started on it yet — but then, it’s 
not due to be released until Autumn 1996. 

• Games For Her is a new division set up by American Laser Games 
dedicated to producing games that (and I quote) “girls will love”. 
Although it’s a nice idea, it goes amusingly awry as soon as the 
games’ on-line help cuts in — if you make a mistake, you’re put 
correct by a man’s voice! Nice one, GFH... 


T-Mek 

Time Warner Interactive 

Based on the popular arcade coin-op, T-Mek is an 
intense combat simulator in which futuristic tanks and 
deadly alien drones battle it out in vast hi-tech arenas. 
Primarily a multi-player game in which warriors fight 
for the T-Mek title, competitors will have to face each 
arena’s reigning champion before tackling the ulti¬ 
mate challenge, Nazrac the Eliminator! 

Players choose from a selection of six tanks, each 
of which is rated for speed, armour thickness and 
overall effectiveness. Additionally the tanks have their 
own specific weapon line-up, some equipped with 
fire-and-forget homing missiles and others packed out 
with deadly Super Rockets. Unfortunately it’s not due 
to appear until October, so you’ve got plenty of time to 
nip down the arcades and get in some practice! 

• T-Mek is due for release this October. 



Millennia is the name given Take 2’s forthcoming space exploration 
game which is jammed with lavish rendered graphics and video 


footage, as well as an enormous starfield to explore and colonise. 
Pencilled in for an August release, can you overpower the Microids 
and rule the galaxy? 




Road Warrior is the sequel to GameTek’s nifty taxi-’em-up, 
Quarantine. Boasting a number of new features including SVGA 
graphics and modem play, cabby extraordinaire Drake Edgewater 
has escaped from the prison city and is now looking for blood in the 
big wide world. Look out for him around Christmas. 
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Although it may sound like a beat-’em-up, Agile Warrior; F-iiiX is in 
fact a frantic blaster in which pilots are seated inside a hi-tech air¬ 
craft with super-destructive firepower at their finger-tips. Boasting 
super-slick graphics and bundles of levels, Agile Warrior will be 
released from Virgin at the beginning of next year. 


Screamer 

Virgin 

Just as Doom-clones swamped the market when id’s classic first appeared, so the PC is soon to be awash 
with Ridge Racer clones, one of the most impressive being Virgin’s Screamer. Programmed by Graffiti (who also 
developed Iron Assault), the game combines the realistic circuit graphics of Ridge Racer with the hyper-detailed 
cars (so much so that the gleaming bodywork even reflects the light!) of Daytona. 

It’s moves incredibly fast too, easily matching the speed of Ridge Racer on the PlayStation. At the moment 
the graphics are currently in VGA, although an SVGA mode is likely to be added before the game is released in 
the Autumn. It’s not just a graphical tour de force either, as it’s said to be immensely playable too! You’ll prob¬ 
ably need a Pentium to run it though, so start saving now! 

• Screamer will be released this Autumn. 
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Hassle the stars of Tinseltown in Atari’s )uly-released Paparazzi! IKs 
a freelance newspaper photographer, the only way to earn money in 
your profession is to take snaps of all the biggest names then sell¬ 
ing off to interested publishers. Take clear defined pictures and 
you’ll arouse the interest of the likes of National Geographic, other¬ 
wise you’ll have to crawl back to the sleazy tabloids to get cash for 
your grotty Polaroids. 


Virgin draft in the voice talents of Tim Curry and Dorn DeLuise to 
accompany Christopher Lloyd when he gets dragged inside a car¬ 
toon in their CD-ROM adventure, Toonstruck. Using a combination of 
live-action footage and traditional character animation matted onto 
computer-generated backgrounds, Toonstruck could well be the fun¬ 
niest game of ‘95 when it’s released in the winter. 


Sonic & Ecco The Dolphin 

Sega 

Blimey — stop the press! Thanks to software giants Sega you’ll soon be able to play Sonic and Ecco The 
Dolphin on your £1500 Pentium... when you could have played them two years ago on your £200 console! Why? 
Who knows? But what is certain is that both games will be Windows ‘95-compatible and will require at least a 
75MHz Pentium to run! 

For the console virgins among us, Sonic the Hedgehog is Sega’s spiny-backed speedster who is constantly 
thwarting the plans of Doctor Robotnik. Although this is the first Sonic game to appear on the PC, it’s actually 
the third in the Megadrive series, and is jammed with 60 sprawling levels of springin’, stompin’ fun. The basic 
aim is to free your fluffy buddies from the clutches of the evil doc, grabbing precious golden rings and warping 
through time as you go. 

Ecco the Dolphin, on the other hand, is an environmentally-friendly swim-’em-up, in which gamers control 
the purposeful porpoise as he explores the vast oceans of the world 
in search of his long-lost family. Mixing subtle graphics with moody 
ambient music, Ecco the Dolphin just goes to prove you don’t have 
to beat the crap out of someone to have fin, er, I mean fun. 

• Sonic and Ecco The Dolphin will be released this Xmas. 


Psychic Detective 

Electronic Arts 

Having teamed up with animation giant Colossal 
Pictures, Electronic Arts are pushing back the bound¬ 
aries of technology with its forthcoming interactive 
comedy thriller. Psychic Detective. Billed as an inter¬ 
active movie. Psychic Detective was shot almost 
entirely around the San Francisco Bay and is packed 
with some five hours of live-action footage. 

The player steps into the shoes of psychic extraor¬ 
dinaire Eric Fox who, rather than wasting his psychic 
powers cheating in exams or seducing gullible 
women, is instead using them to discover the identity 
of a murderer. He does this by ‘jumping’ from one 
character’s mind to another, probing their inner-most 
thoughts and memories for clues as to the motive and 
eventually the culprit responsible for the killing. 

Perfectly complementing the game’s weird story¬ 
line are its surreal, FMV-quality graphics, the likes of 
which have yet to be seen on the PC. Combining high- 
quality video footage with a user-friendly control 
interface, throughout the adventure you get to try out 
loads of different possible leads, each one revealing 
surprises and twists in the ever-confusing script. 

With its combination of incredible sound and 
graphics with a Hollywood-style screenplay. Psychic 
Detective looks set to impress when it’s released dur¬ 
ing the autumn. 

• Psychic Detective will be released this Autumn. 
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Wetlands 


New World Computing is considered by some to be the software world’s equivalent 
of Arsenal: solid and capable but a touch, welt, boring. But that reputation is likely to 
be re-evaluated come the release of Wetlands, a fantastic-looking action adventure. 

Wetlands’ look and plot both owe much to the the cult movie Bladerunner. In 
the game the player controls John Cole, freelance ‘tracker’, whose job it is to hunt down 
and kill an escaped madman who has the awesome ability to destroy whole planets. 

Although the jury is still out on the quality of the gameplay, there are no quib¬ 
bles about the exceptional graphics - Wetlands blends ray-traced 3D graphics with 
traditional cel-based animation based around rotoscoped actors to incredible effect. 
One to watch out for, we think. 

• Wetlands will be released this Autumn. 
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The War College is the sequel to the ancient wargame. Universal 
Military Simulator. Published by GameTek, The War College promis¬ 
es to be the only 3D solid-modelled real-time military simulator 
commercially available. Packed with 5 historic campaigns plus data 
disks planned for the future. The War College will roll out onto the 
battlefield around Xmas. 
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Parasite is an action adventure game from Psygnosis in which your 
body has been possessed by an alien cop! Who knows why, but if 
you don’t obey his every command and hunt down some of the city’s 
nastier criminals then it’s goodnight sweet prince. Bursting with 
atmospheric levels and suitably gruesome enemies. Parasite won’t 
rear its ugly head until early next year. 



The world and his wife seemed to be unveiling new racing games, 
and EA was no exception. The Need For Speed is an upgraded conver¬ 
sion of the recent 3DO racer, offering six tracks, eight cars, six in¬ 
game ‘camera’ views and a healthy dose of realism. The 3DO original 
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was a bit of a soaraway stunner, so this much-enhanced PC version, 
due around Autumn, should be amazing. 


Trimark Interactive’s MagBall is a futuristic racing game with a dif¬ 
ferent. Rather than speeding along a track. Ridge Racer-style, you 
get to fly magnetic cars around zero gravity arenas at speeds of over 
6oomph! The aim of the game is not to complete a lap in the fastest 
time, but instead to grab the MagBall (so-called because it’s mag¬ 
netic and it’s circular in shape) and slam it in the back of your oppo¬ 
nent’s net. Crammed with single-player, one-on-one and multi-play¬ 
er games, could this be the futuristic alternative to fooball? Find out 
when it’s released in November. 


Trawling around computer shows is hard work, and what better way 
to unwind after a hard day’s aisle-cruising than with a long, cool 
Bullfrog cocktail? EA went crazy promoting Bullfrog, even going so 
far as to give out chocolate bars in the shape of the Bullfrog logo! 
Incidentally, the cocktail — based around a green melon liquer — 
was absolutely disgusting... 











D€€P SPAC€ nine' 

It seems that there’s never been a better time to be a Star Trek fan. 
Spectrum Holobyte has just released Star Trek:TNG, and this Winter 
Viacom plans to launch the official Star Trek; Deep Space Nine 
game. Subtitled Harbinger, it’s a SVGA-based graphic adventure 
interspersed with rendered cutscenes. Whether any of the TV show’s 
regular cast will be lending their vocal talents to the game has yet 
to be announced. 



Over the next year or so the PC is going to be flooded by strategy 
games, one of which is GameTek’s Escalation. Set on an imaginary 
planet called New Keira, two opposing forces are battling it out for 
domination. Victory can only be won by developing the most 
advanced (and destructive) weapons and using it on the scum-bag 
enemy. Expect global warfare around the end of the year. 


Panic In The Park 

WamerActive 

Back when Pamela Anderson was nothing more 
than a flat-chested nobody, it was the curvaceous 
Erika Eleniak setting Baywatch fans’ underpants a- 
fluttering. After leaving everyone’s favourite TV sex 
show she made a move into the movies, where she 
provided two of the best reasons for going to see the 
Steven Seagal actioner Under Siege, and the only 
sane excuse for actually paying to see the dreadful 
Beverly Hillbillies. 

And now — steady on, lads — she’s coming to a PC 
near you this Summer. In Panic In The Park, Erika E- 
lovely plays a dual role as a pair of twins, one good, 
one evil, who are competing to find the missing deeds 
to an old amusement park. The elusive deeds are actu¬ 
ally hidden in the park itself, and to find them you, as 
the good twin, must successfully play a series of fun- 
fair-style mini-games. 

• Panic In The Park will be released this August. 



It’s an odd name for a game, but then Viacom’s Zoop is an odd 
game. Boasting colourful graphics and addictive gameplay, 
Zoopsters are caught in a four-way crossfire with just their reflexes 
and a stack of bombs to get them through to the next level. 
Scheduled for a Winter release, could this be the game to beat 


Tetris in terms of playability? 




Mindscape obviously has a bit of a thing about racing games — not 
only is it releasing CyberSpeed in Autumn, it’s also got Al Unserjr’s 
Arcade Racing due this Summer. Created by Atreid, the French 
geezers behind the beat-’em-up Warriors, we’re promised that 
AUfAR will be the fastest rubber-burner on PC. 




The Raven Project 

Mindscape 

It’s easy to guess who developed The Raven Project just by looking at the gor¬ 
geous graphics. Cryo have long been renowned for games that are cosmetically 
second-to-none, and their latest is no exception. What’s more, the French devel¬ 
opers have even bunged in a sizeable chunk of gameplay for good measure! 
Hoorahs all round, we think! 

The Raven Project is a shoot-’em-up divided into a three specific stages, the 
first of which takes places across the streets of San Francisco. The aliens have 
invaded, leaving you with no option but to take to the skies in your hi-tech skim¬ 
mer and wipe the buggers out! At first the ship flies under automatic pilot, leaving 
you free to man the guns while it follows a pre-rendered flight path. 



Working your way through the maze of streets by choosing which way to turn 
at each junction, the action then changes slightly as you head out to the desert 
where the alien forces have shacked up. This stage is vastly different from the last 
as you’re free to fly in any direction, skimming over the Voxel-spaced landscape at 
tremendous speed. 

Finally the battle resumes in the depths of outer space, the aliens having been 
forced to retreat back to their mothership. Obviously the extra-terrestrial muthas 
aren’t too happy about this, so don’t expect to be invited in for a cup of tea and a 
slice of Martian cake! 

Combining the best elements of Rebel Assault with Comanche-style sub-sec¬ 
tions, The Raven Project should prove to be a hit when it’s released later this year. 
• The Raven Project is due for release this Autumn. 
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Air PowGP. . 34 

Rowan Software return to the skies with their finest hour yet, the mag¬ 
nificent Air Power. Combining RPG elements with frantic dogfighting 
and aerial combat, have they managed to create the ultimate flight 
sim? David Upchurch investigates. 

Z . 38 

The Bitmap Brothers have kept their latest project under close wraps. 
Now, after three years of hushed silence, Z has finally broken out and 
is currently causing a storm across the nation. David Upchurch trav¬ 
elled to Wapping to see what all the fuss is about. 

Dr Drago's MadCap Chase . 40 

it sure is a zany title, but that’s hardly surprisingly because Blue 
Byte’s latest is one crazy product! It’s essentially a boardgame where 
you won’t get bored, or at least that’s what David Upchurch reckons. 


Aliens Part 3 . 42 

Has it really been three months since the egg hatched and Cryo’s 
Aliens popped out? Since then the game has progressed in leaps in 
bounds, and the French developers are currently adding the finishing 
touches to what promises to be their best game yet. Crossing the 
Channel to their Paris-based HQ, Alex Simmons returned to Cryo for 
the last time. 

Team 17: The Magnificent 17 . 44 

Up until now Team 17 has been renowned mainly as a Amiga games 
developers but when it comes to the PC, they’ve yet to establish a 
decent reputation. With their next generation of releases just on the 
horizon, the Wakefield-based developers are hoping this is all about 
to change. Alex Simmons ventured up to distant Yorkshire in search of 
Brian Glover, but instead was confronted by some of the best games 
he’s seen in a long time. 

























Rowan Software are THE 
flight sim kings — they even 
design training sims for the 
RAF! So it’s fairly unsurpris¬ 
ing that Air Power, Rowan’s 
new game, has ‘flying bits’ in 
it. For a change though, the 
company has thrown in RPG 
elements too. David Upchurch 
checks it out ••• 


R owan Software’s previous offerings have 
concentrated on ‘real life’ combat situa¬ 
tions — World War II in Overlord, World 
War I in Dawn Patrol. But for Air Power, its 
new flight ‘sim’, the company has headed for the 
fictional parallel world of Karinthia, a place where 
technology has effectively been frozen at the same 
level ours was between the two World Wars. 

According to Air Power’s plot, this Karinthia place 
has been ruled by the Arayan dynasty for centuries. 
However, one black day the Emperor and all immedi¬ 
ate heirs to the throne snuff it in highly suspicious cir¬ 
cumstances, leaving behind four heirs who must fight 
it out to see who becomes king of the castle. 

You play one of the four siblings, each of which has 
different characteristics. Whoever you play though, 
the aim of the game is essentially the same: travel 
around the gameworld in your airship HQ (which dou¬ 
bles as a sort of ‘floating aircraft carrier’), calling on 


various towns and cities to, er, ‘persuade’ the natives 
to join your side. You keep doing this until your forces 
are finally strong enough to storm the capital city and 
claim the throne. 

After the semi-educational multimedia approach of 
Dawn Patrol (which featured over a hundred pages of 
‘vaguely interesting but not for very long’ facts and 
figures about the First World War), it’s good to see 
that Rowan has once focused on good old gameplay 
with Air Power. 

However, while sim purists may be slightly dis¬ 
mayed by Air Power’s ‘alternate reality’ scenario, it’s 
actually not quite as far-fetched as it first sounds. 
Apparently the US Navy toyed with the idea of launch¬ 
ing fighter planes from airships many years ago, until 
The Powers That Be decided it was a bad idea. But as 
Steve Whittle, Mindscape’s senior producer and the 
man overseeing Air 
Power’s development, 
puts it: “It’s a nice 
angle. Rowan felt that 
the World War I and 
World War II settings 
had been used so 
much, and they 
just wanted to do 
something new and 
different.” 

Naturally, all 
the aircraft are fic¬ 
tional too but, as Whittle points out: 

“Obviously no-one’s going to be 
able to say the flight dynamics of 
this game are wrong because this is 
not real. That said most of the aircraft are based on a 
hybrid of World War I and World War II fighter planes. 



and Rowan has tried to make the aerodynamics of the 
planes as accurate as they can possibly be to the 
shape that [the aircraft] are.” 

On entering into the game you’re confronted with a 
3D representation of the four different types of flag¬ 
ship. You can choose any of them, depending on what 
sort of campaign you opt for. Each flagship has two 
types of aircraft associated with them, each of which 
have very different characteristics and are cosmetical¬ 
ly dissimilar too. Some airships contain nimble fighter 
planes more suited to dog-fighting, while other air¬ 
craft are more effective on ground assaults. 

Having picked the flagship you’re then confronted 
with a land map, showing both 
the location of your airship as 
well and the enemy HQs. 
Spread across the 
map are scores of 
black dots which 
indicate the towns 
and cities of Karinthia, 
these remaining neutral 
territory until someone conquers them or 
persuades them to join their campaign 
through diplomatic channels. 

The player can try to muster sup¬ 
port either using diplomacy or just 




(Above) Onboard your airship you have a trio of (oyal advisors who’ll gladly report vital information to you and also offer you advice from time to 


(Above) Air Power offers the player a whole host of in-cockpit and out- 


time. See that bloke in the boring brown suit with the cravate? He’s your bank manager, he is. 


of-cockpit views to choose from. 







































(Above) Before you attack a target you’re shown what it looks (ike in a brief clip of film taken by one of your reconnaissance aircraft. What good 
this information does you is unclear, but it looks nice if nothing else. 


brute force — pick the latter and you’ll have to choose 
between siege or suppression. In suppression mode 
you engage military targets in an all-out attack, 
launching aircraft against the enemy and generally co¬ 
ordinating the assault. At any point you can jump into 
the cockpit of any aircraft taking part in the battle and 
assume control yourself, allowing you to indulge in 
some dogfighting action. 

In siege mode, on the other hand, a 3D camera 
scans the immediate area for possible enemy targets, 
allowing you to then cripple the nearby village or city 
by destroying its food supplies. What this basically 
means is that you must destroy flocks of sheep and 
other cattle on which the village depends, leaving 
them without a reliable source of food. Okay, so it’s 
not politically correct but it’s great fun anyway. Again 
you can fly the mission yourself, selecting the type of 
aircraft that is launched before the sortie begins. 

One of the most striking differences between Air 
Power and its predecessors is that while there’s plen¬ 
ty of air-to-air combat to get stuck into, as well as 
hard-core dogfighting and bombing missions, the 
game also contains an RPG element. Thus, instead of 
moving from place to place with all guns blazing, you 
can use your Diplomat to get the locals on your side 
without having to resort to force. 
































“The game started off as very simple and straight¬ 
forward,” explains Whittle, “but we thought we could 
do a little bit more with it. We wanted to make it inter¬ 
esting so people would actually use the diplomacy as 
well as the all-out fighting, so there’s been a lot of 
work to make it a's detailed as possible. You don’t 
have to use it though - it’s just there if people fancy 
a change. It’s quite enjoyable using the system, but i 
wouldn’t say it makes Air Power a role-playing game 
in its own right.” 

Whittle then explains how the diplomacy system 
works: “When you choose a destination you’re given a 
brief description of it, telling you how long it will take 
to reach. Sometimes further information is 
given, which can be quite important if you’re ^ 
going to try for a diplomatic solution. 

“For example, one of the town may¬ 
ors might have been a great war hero. 

He might ask you if you know him 
and, if you give the 
wrong answer, you’re 
not likely to get any 
support. The informa¬ 
tion is gathered automati¬ 
cally by your spies who fly out ahead, but you 
have to be cautious of the information they give 
you — it might be dud information being fed to them 
to throw you offtrack.” 

Whittle admits that some gamers might find Air 
Power a bit hard, which is why Rowan have helpfully 
added a training mode called Scramble. “This feature 
was put in so that the new player doesn’t have to go in 
and start a new campaign,” he explains. “Instead, 
they can go into the Scramble option and fly a variety 
of one-off missions, such as strike missions, fleet-to- 


fleet encounters... There’s even one where you’re dog¬ 
fighting an ace pilot from an enemy faction who wants 
to fly up against the best, i.e. you...” 

All the action happens in 
real time, so it could take 
six hours to reach a diplo¬ 
matic solution — valuable 
time wasted if the diplomacy 
fails and you then have to use force 
which takes even longer. 
Prolonged attacks also run 
down your supplies, which 
mean you must then find a 
supply base to replenish your 
resources (during which time, of 
course, your opponents will be rushing around, con¬ 
quering everything that moves and getting further 
ahead of you in the strength stakes). 

On top of this lot. Air Power offers the player loads 
of options to choose from: you can go for unlimited or 
limited fuel, select vulnerability on or off, and vary the 
toughness of the enemy onslaughts. You can even 
change your starting position, opting to begin the 


(Above) As the tide of the war slowly starts to turn against you, your 
subjects begin getting a little feisty... 

(Right) A dogfight in action. All the planes are based on aviation 
ideas taken from WWi and WW2 aircraft. 

















(Above) The quality of Air Power’s ground detail is a significant 
improvement over that found in previous Rowan Software games. 
Remember the green polygon fields of Overlord’s England? 

(Left) Even when the screen gets crowded, Air Power doesn’t slow 
down thanks to its unique screen rescaling routines. 

(Below) Air Power isn’t just about aerial dogfights — there’s a strong 
RPG-style negotiating element too. 






Up And At‘Em! 

Rowan Software is certainly no stranger to 
the flight sim world. Formed in 1987, the compa¬ 
ny has spent the past six years mastering the 
subject. In fact, such is the realism of their vari¬ 
ous offerings they have even been commissioned 
to produce navigational training aids for the RAF. 
“Rowan have built up this vast pool of knowledge 
on stuff like the dynamics,” says Whittle. “They 
live and breathe flight sims — Rowan do not do 
any other types of game, they are a flat-out flight 
sim company.” 

Past offerings include the graphically superb 
Overlord, which was was released last year to 
coincide with the 50th anniversary of the D-Day 
assault. Flailed by many as one of the best flight 
sims of the year. Overlord was set in the closing 
stages of the World War 2, focusing mainly on 
the battle for air supremacy in the run up to the 
Normandy landings. 

A few months later came Dawn Patrol. Set 
during World War 1, Dawn Patrol was billed as 
more of a flight game than a flight sim, and fea¬ 
tured a wealth of encyclopaedic information. In 
fact, it was positively brimming over with histori¬ 
cal facts and figures, biographies of famous WWI 
pilots and hypertext links. Despite this, however. 
Dawn Patrol wasn’t quite as playable or as 
absorbing as Overlord. 

“Dawn Patrol was a World War 1 game which 
had an encyclopaedia element attached,” points 
out Whittle. “Air Power, on the other hand, is 
purely a game. There are very few reference ele¬ 
ments in it, although we are planning to show 
footage of the actual airships designed by the US 
Navy which the game’s airships are based on.” 


attack either already ‘in the air’ or from the airship 
itself -- in the latter case you’re literally dropped from 
the carrier with no air speed, and so have to quickly 
kick in the engines and accelerate away. 

A particularly neat feature is the Detail Level 
option. According to Whittle it’s “a clever system that 
maintains frame rate regardless of what system the 
game is running on or the number and size of enemies 
on-screen. What I mean is, 
you could be running 
along quite nicely and 
then all of a sudden a 
huge 3D model comes up 
in front of you, in which 
case other sims would 
begin to slow down. 

“However, in Air Power 
the screen parameters 
actually change, so that the speed is maintained by 
changing the size of the viewing window. You can turn 
this feature on and off; if you’re running the game on 
a Pentium you’ll be able to have the windows as big as 
you like because it won’t make any difference. 

“But if you’re playing on a slower 486 or a high- 
end 386 you’re not going to have the same level of 
power, which is why this feature has been included. 
It’s to make sure everyone can play the game at a 
respectable speed, so the game’s still fun regardless 
of what machine you’ve got. It doesn’t detract from 
the game at all — in fact, it improves the game. If you 
think about it, when you’re watching TV you’re not 
watching the width of the screen, you’re just watching 
the action. Similarly with this you tend not to notice 
that the sides of the screen are shrinking a bit.” 

Another interesting feature is the game’s virtual 
cockpit, which has been designed to give Air Power an 
extra degree of realism. “Most modern fighter pilots 
don’t just look straight out of the front of the aircraft 
when they’re flying around,” laughs Whittle, “they 


look around all over the place and keep their eyes 
focused on the actual enemy ship. The 3D cockpit tries 
to emulate this effect.” 

Throughout the game there are numerous animat¬ 
ed cutscenes and intermissions. The backgrounds for 
these sequences were all drawn in 3D Studio, the 
actors filmed against a blue screen and then ‘matted 
in’ to these backdrops by a professional video produc- 


Steve Whittle, 

Air Power’s Producer. 

tion team. The results speak for themselves — the 
superimposed actors look far more convincing than if 
they’d been rendered or drawn. 

Air Power is now literally a few short weeks from 
completion, and it’s shaping up to be something very 
special. “I’m confident that Air Power will appeal to 
the flight sim buffs, the ones who like Rowan’s WWI 
and WWII games,” concludes Whittle, “but I also hope 
that it’ll attract new people to flight games, the sort of 
people who have seen other flying games and thought 
they looked a little bit boring. 

“We’ve catered for a lot of tastes with this game. 
Some people like to play the strategy side of things, 
but if you don’t fancy that you can just go straight in 
there with all guns blazing. This is not a linear game — 
it’s an air combat strike strategy diplomacy sim [you 
what?] and you can take it any way you want.” 

This is all very well and good, but you don’t have to 
take Mr Whittle’s word for it — find out how good Air 
Power is for yourself with the exclusive demo in 
next month’s issue! VjSfy 


"Rowan felt that the World War I and World 
War II settings had been used so much, and 
[with Air Power] they just wanted to do some¬ 
thing new and different." 
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(Bottom) A lot of Z’s initial appeal comes from its impressive visuals. 
At first, it’s great fun just going around and blowring things up so that 
you can witness the resulting pyrotechnics. 


(Above) Another battle won, the red robots celebrate by cracking open 
a few tins of Cyborg Special Brew (geddit?) and partying all night. 
Hey, after what they’ve been through, they deserve it... 


(Below) The robot and vehicle factories have different ‘star’ ratings. 
Basically, the more stars they have, the more varied and powerful the 
equipment they can manufacture. 


At long last the Bitmap 
Brothers have unveiled their 
next game. It’s called Z (for no 
readily apparent reason), it’s a 
wargame (although not like 
any you’ve ever seen before) 
and it looks set to the hit of 
the Autumn (because it’s 


excellent). David Upchurch 
goes behind enemy lines and 
takes a look... 


T he Bitmap Brothers are notorious for three 
things; (i) they take an extraordinarily 
long time to develop their games; (2) they 
keep their projects under tight wraps until 
they’re very nearly complete; and (3) the games they 
produce are never less than excellent. 

And Z, the Bitmaps’ next release, seems pretty 
unlikely to buck the trend. It’s been in development 
for nearly three years, and only now, some three 
months or so from its scheduled release date, have 
the Bitmaps decided that the time is finally right to 
unveil it to the hungry, salivating computer press. Oh, 
and it looks as if it’s going to be completely excellent 
too — of course. 

Unlike previous Bitmap Brothers games, such as 
Speedball 2 and The Chaos Engine, Z has been devel¬ 
oped primarily with the PC in mind. It’s a wargame in 
which you control an army of red robots battling for 
supremacy against a rival army of blue robots. There’s 
no point going on about Z’s plot too much because as 
Eric Matthews, one of the founding Bitmap Brothers 
and the game’s desi.gner, explains, there really isn’t 
one: “There’s no big ‘save the world’ scenario behind 
Z — the only reason these robots are fighting each 
other is because it’s fun.” 

Each conflict takes place on a vast battlefield, with 
the red robots’ HQ at one end and the blue robots’ HQ 
at the other. The aim is simple: reach the enemy’s HQ 
and blow it up before he blows up yours. The action 
starts as soon as the game starts — there’s no faffing 
about building mines, barracks or such like. The bat¬ 
tlefield is divided into zones containing robot and 
vehicle factories, and to gain control of them you sim¬ 
ply have to claim the zone for ‘your side’ by touching 
a flag placed in each. However, if the enemy touch the 
flag after you then the zone becomes theirs, so you 
have to keep an eye out. 

Capturing zones is vital, because not only do you 
gain control of the manufacturing centres in them, the 
number of zones you possess also increases your 
overall power, thereby extending the range of your 
radar look-out posts and speeding up the rate at 
which your factories produce equipment. 
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With No Name 


Everything is controlled with an ultra-simple 
mouse-driven interface — you just point-’n’-click on a 
platoon of soldiers or group of vehicles to activate 
them, then click elsewhere on the map to make them 
move or click on enemy units to make them attack. 
They’re not thick, though — if you leave them alone 
and enemy troops attack, they’ll defend themselves to 
the best of their abilities, and they’ll even run away if 
things get too rough. 

Although Z is the Bitmaps first attempt at a 
wargame, in many ways it’s a natural evolution of 
what they’ve done before: “There were a lot of ideas 
in previous games to do with Al [artificial intelligence] 
and personalities,” explains Matthews. “I mean, it 
goes right back to Speedball, which had a lot of stuff 
in it controlling how the other players reacted to what 
you did in the game. I found all those things quite 
interesting, and then I thought: ‘Wouldn’t it be good 
to make that the main focus of the game, or at least 
one of the game’s major elements?’ 

“So we evolved this ‘Little Computer People’-type 
idea, where you have these tiny robots, they each 
have a personality, and you care about them and you 

"There’s no big 'save 
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(Above) Here, the blue robots suddenly realise it’ll take a bit more than foot soldiers armed with pea-shooters to defend this factory from the 
invading platoon of red missile launchers... 


the world’ scenario 
behind Z — the only 
reason these robots are 
fighting each other is 
because it’s fun.” 

Eric Matthews, 

The Bitmap Brothers. 

enjoy seeing how they respond to events, but ulti¬ 
mately you’ve got control over them. We then mixed 
that idea with the basics of a wargame.” 

“We hadn’t really played that many wargames,” 
continues Matthews. “I mean, we’d seen them and 
we’d toyed with them, but they always 
seemed to be constrained by their 
history, in the sense that they 
were typically translations 
of boardgames. The 
battles just weren’t 
intense and they 
didn’t reflect what 
you’d imagine the 
mayhem of the real 
thing would be like. 

“Then we had this 
idea of focussing on 
the battle side of things rather than 
the strategic. Usually with wargames 
you have to wade through a huge manual before you 
can make a move, then what you see on-screen isn’t 
very interesting, the gameplay is all turn-based and 
it’s restricted to a grid. So we dispensed with all the 
boring things, made our game take place in real-time, 
made it look like an action game, and so on.” 


The most obvious comparison is with Westwood 
Studio’s excellent Dune 2, but Matthews begs to dif¬ 
fer: “I think Dune 2 is a very good game, but it’s a lot 
different to Z. The basic premise of the two games is 
superficially alike — the perspective is similar and 
you’ve got hardware in there like tanks and missile 
launchers, but the comparisons end there. I think the 
only reason people compare Z to Dune 2 because 
there aren’t that may games around like them. Battle 
Isle, perhaps. WarCraft, obviously — but then, that’s 
basically Dune 2 with ores. 

“Westwood seem to have had the same idea of 
‘Let’s try to make a more easy-to-get-into wargame’, 
but it still feels fairly turn-based. I mean, it’s still 
played on a grid — they just haven’t shown the grid. 
In Dune 2 you spend a lot of time building up your 
resources, constructing buildings, etc, and then after 
an hour you go and have a scrap. In Z, on the other 
hand, you’re having a scrap all the time.” 

And what scraps they are, too. The car¬ 
nage level in Z is extreme to say the 
least. Zapped robots somersault 
up high into the air, blasted 
tanks explode into a zillion 
pieces of searing shrap¬ 
nel, and demolished 
buildings spew out 
fountains of burning 
rubble and fire- 
blackened debris. 
It’s so good, that 
sometimes you get the 
perverse urge to send 
your troops into a ‘no- 
win’ situation, just so that you can sit 
back and watch the ensuing fireworks display. 

But just as impressive as the graphic work is the 
behind-the-scenes trickery. Although Z may look like 
an arcade game, it packs just as much of a tactical 
challenge as any hex-based wargame. The robots 



come in different ‘flavours’ — some are strong but 
stupid, others are good at shooting but weak, and so 
on — and it’s all down to how you use these robots, in 
conjunction with the tanks, missile launchers, gun tur¬ 
rets and other vehicles in your armoury, that governs 
whether you’ll win or lose a battle. 

The computer opponent is a clever sod too, and 
sneaky with it — all too often you think you’ve got him 
beat, only to find that he’s somehow managed to send 
a lone robot behind your lines without you noticing 
and is about to torch your HQ! And even if you do 
eventually beat the computer, there’s a planned net¬ 
work option that’ll allow up to four players to compete 
head-to-head. 

I know we’re not meant to pass judgement on the 
games we preview because they’re not finished and 
everything, but unless the Bitmaps make some 
extreme errors of judgement between now and Z’s 
September launch date, I can’t see how the game will 
fail to be anything but a massive hit. Reserve me 
a copy now... 



The general pops up every so often on the between-level ‘congratula¬ 
tions’ animations. Believe it or not, he’s actually based on the Robert 
Duvall character in Apocalypse Now. 
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known as the company 
responsible for the intense 
Battle Isle strategy sims. 
However, its next release is a 
family-orientated game in a 
much lighter vein. David 
Upchurch joined the chase... 


A ren’t Bank Holidays a really crap waste of 
time? It always seems to pour down with 
rain (although you can bet that when you 
get back to work it will be gloriously 
sunny), all the pubs are operating to Sunday open¬ 
ing hours (i.e. they might as well not bother opening 
at all) and everything else is closed. 

So what do you end up doing? Yup, that’s right — 
sitting in front of the telly all day, watching old 50’s 
Hollywood ‘epics’ like Ben Hur or Spartacus that 
you’ve probably seen at least four billion times before. 
However, occasionally — just occasionally, mind — 
the people who decide what goes on telly treat us to 
something like Monte Carlo Or Bust. You must have 
seen it — it’s sort of a live version of the Wacky Races, 
in which an assortment of top comic actors compete in 
a crazy, no-holds-barred race across Europe. 

And why am I going on about it? Because Blue 
Byte’s imminent release, Dr Drago’s Madcap Chase, 
could easily be the official Monte Carlo Or Bust tie-in. 
Sadly, 1 suspect that the reason it isn’t is because, 
while I think Monte Carlo Or Bust is a neglected clas¬ 
sic, the rest of the world, erm, doesn’t. Oh well... 


Up to eight competitors can race in Dr Drago’s Madcap Chase, and can 
be placed under either human or computer control. Note the ‘hilari¬ 
ous’ names of the racers. Oh, those crazy German programmers... 


Dr Drago’s Madcap Chase is basically a boardgame 
on PC which can be enjoyed by up to eight human or 
computer-controlled players. At the start of the game 
the computer randomly selects a target destination, 
say Berlin, Tunis or Paris, and the first player to reach 
it wins a big cash prize. The computer then selects 
another destination, and the race starts all over again. 
You choose how many cities you want to race to (and 
thus the length of the game) and the winner is the per¬ 
son with the most money at the end of the game. 

Play takes place in turns, with each player having 
the option either to roll the dice and move or to play a 
Chance card. You start the game with three Chance 
cards, and these give you various bonuses. Some can 
be played on yourself, allowing you to increase the 
number of times you can roll the dice and so on, while 
others can be used to nobble your rivals, forcing them 
to miss a go or preventing them from playing their own 
Chance cards. 

Each ‘space’ on the board has various properties, 
both good and bad. Red spaces take money off you, 
blue spaces give you money, gold spaces randomly 
award you another Chance card, and purple spaces let 
you buy a Chance card (your bank balance permitting). 
There are also grey spaces, where you can buy prop¬ 
erties in Monopoly-like fashion. Properties are 
extremely important as they generate loads of cash in 
rent each and every year. 

The game is full of random events. Storms can 
flood out whole areas of the map, mountain avalanch¬ 
es block off roads and then, of course, there’s Dr 
Drago himself. Drago latches himself onto the player 
lagging behind the rest of the pack, and every turn 
drains money away from them. Luckily, Drago can be 
passed onto other players, simply by ‘tagging’ them, 
i.e. driving past them. 

According to Blue Byte, Dr Drago’s Madcap Chase 
is “designed to be played and enjoyed by the whole 
family, from your 8-year-old kid sister to your 80-year- 
old granny. It’s a game that you’ll be able to enjoy 
with a group of friends over a few beers.’’ Well, any¬ 
thing with a few beers involved can’t be all bad, and 
you’ll be able to find out if Blue Byte has managed to 
achieve what it set out to do next month, when 
we’ll have a full review. 


Dr Drago’s Madcap Chase 


Blue Byte 


Publisher 


Developer 


Summer 1994 


Work started 


Due for completion 


June 1995 


In Dr Drago’s Madcap Chase, each turn you don’t do anything so bor¬ 
ing as roll dice to decide how far you can move. Oh no. Instead, your 
quota Is determined by playing on a Jules Verne-ish fruit machine. 
Why not hold my plums for a big suprise...? 


There’s a big cash prize for the person who’s the first to make it to the 
target destination. Here, party-goers line the streets of Paris to wel¬ 
come the winner of the current stage in the Chase. 
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MS PUBLISHER V2.0 AND PUBLISHER DESIGN PACK 
MS ENCARTA ‘95 FABULOUS ENCYCLOPEDIA 
MS DANGEROUS CREATURES REFERENCE CD 
MS BOOKSHELF ‘94 REFERENCE LIBRARY 
MS ANCIENT LANDS GUIDE TO ANCIENT ROMWETC 
MS MUSICAL INSTRUMENTS WITH MUSICAL CLIPS 
MS CINEMANIA '95. MS SCENES AND MS GOLF 
CREATIVE LABS 563 DUAL SPEED CD ROM ...114.99 
CONNECTS DIRECTLY TO MOST SOUND BLASTER SOUND 
CARDS WITH BUILT-IN PANASONIC INTERFACE OR VIA 
CARD (AVAILABLE SEPARATELY) 

INTERFACE CARD FOR CREATIVE CD ROM DRIVE ...14.99 

SONY CDU33A033 DUAL SPEED CD ROM .99.99 

320 MSEC ACCESS. 300 KB/SEC DOUBLE SPEED SOFT 
EJECT CD TRAY, COMPLETE WITH CARD 

NEC QUAD SPEED CD ROM .145.99 

CONNECTS DIRECTLY IN TO IDE HARD ORIVE.CONTROLLER 
CARD OR TO EIDE CARD AVAILABLE SEPERATELY 


INTERFACE AND CD AUDIO IN SOCKET 

TRUST EXPERT 16 SOUND CARD .59.99 

16 BIT STEREO. 20 VOICES. 4 CD ROM INTERFACES 
(PANASONIC, SONY. MITSUMI AND IDE). SOUND BLASTER 
PRO 2 COMPATIBLE WITH SOFTWARE 

SOUND BLASTER 16 IDE SOUND CARD.89.99 

16 BIT STEREO. 20 VOICES. MIDI INTERFACE. JOYSTICK 
PORT, BUILT-IN 4WATT AMPLIFIER, IDE CD ROM 
INTERFACE. TO ALLOW YOU TO ADD A SECOND HARD 
DRIVE TO YOUR IDE MOTHERBOARD 
SOUND BLASTER 16 PRO ASP IDE SOUND CARD ...149.99 
SPECIFICATION AS PER SOUND BLASTER 16 IDE SOUND 
CARD BUT WITH ADVANCED (DIGITAL) SIGNAL 
PROCESSING, VOICE ASSIST, TEXT ASSIST AND MC1000 
MICROPHONE 


ZYDEC ZY-FI PRO 2 
SPEAKERS .46, 

36 WATTS (120W 
PEAK) WITH 
BASS. TREBLE 
AND VOLUME 
CONTROLS 


SCREENBEAT 3 STEREO SPEAKERS ...14.99 

QUICKSHOT SOUNDSTOR 
10 WATT SPEAKER CONSOLE 
42.99 





ALFA ALIEN 
JOYSTICK 

ANALOGUE, 15 PIN 
12.99 


PHASE 9 
PHANTOM 24- 

DIGITAL, 
AUTOFIRE & 
SLOW 
MOTION.15PIN 

16.99 


THRUSTMASTER 

FLIGHT 

CONTROL 

JOYSTICK 

ANALOGUE.15 

PIN 

79.99 





+CASE = FREE PLASTIC 
FLIPTOP CASE 

3.5” DOUBLE DENSITY 
DISKS 

10 SPECIAL RESERVE DISKS + CASE. .. .6.99 

10 TDK MF-2DD DISKS .7.99 

50 SPECIAL RESERVE DISKS .19.99 

50 TDK MF-2DD DISKS .22.99 

3.5” HIGH DENSITY DISKS 

10 SPECIAL RESERVE HD DISKS + CASE 7.99 

10 TDK MF-2HD DISKS .9.99 

50 SPECIAL RESERVE HDDISKS .23.99 

50 TDK MF-2HD DISKS .27.99 


HARD DRIVES prices inc vat 


SAMSUNG 420 MB HARD DRIVE .119.99 

SAMSUNG 560 MB HARD DRIVE .139.99 

VERY HIGH SPEED 3.5" DRIVES. 1" HIGH, 13 MS 
ACCESS TIME GIVING A TRANSFER RATE OF 
APPROX 1.5 MB PER SECOND. 128K CACHE. 1 
YEAR WARRANTY 


RAM UPGRADES prices me vat 


4 MB SIMM RAM .124.99 

8 MB SIMM RAM .249.99 

16 MB SIMM RAM .394.99 

72 PIN SIMM, 32 BIT. 70 NS ACCESS TIME, SUITABLE 
FOR MOST 486 AND PENTIUM PC’s 


INTEL CPU UPGRADES prices inc vat 


486 DX2/66 CPU CHIP .124.99 

486 DX4/100 CPU CHIP .219.99 

PENTIUM OVERDRIVE 63MHZ CPU .299.99 

INTEL UPGRADE CHIPS FOR 486 MOTHERBOARDS 
(PLEASE CHECK MANUAL TO ENSURE 
COMPATIBILITY) 



PC OPTIX 
JOYSTICK 

OPTICAL, 

ANALOGUE/ 

DIGITAL 

SWITCHABLE, 15 

PIN 

25.99 


QUICKSHOT 201 
SUPER WARRIOR 5 

ANALOGUE, 
AUTOFIRE, 15 PIN 
14.99 



MICROSOFT 

HOME 

MOUSE 

WITH 

INTELLIPOINT 

CONTROL 

SOFTWARE 

24.99 


mssm 


SAITEK MEGAGRIP 8 

ANALOGUE, AUTOFIRE, 
15 PIN, 4 BUTTONS 
15.99 


PANASONIC KXP2135 COLOUR .159.99 

CITIZEN SWIFT 90C .134.99 

CITIZEN ABC COLOUR .144.99 

CITIZEN SWIFT 2400 .189.99 

CITIZEN PROJET IIC COLOUR INKJET 239.99 
CANON BJ-30 PORTABLE BUBBLEJET ...199.99 
CANON BJC-4000 COLOUR BUBBLEJET 309.99 


FAX MODEMS prices inc vat 


INTERNAL 14400 FAX/MODEM .104.99 

EXTERNAL 14400 FAX/MODEM .119.99 

BT APPROVED. MNP 5/V.42 BIS DATA 
COMPRESSION GIVING UP TO 57,600 BPS. HAYES. 
G3 AND CLASS 2 FAX COMPATIBLE. INCLUDES 
CABLES. SOFTWARE AND INTERNET STARTER 
GUIDE. 1 YEAR WARRANTY 


JOYSTICK EXTENDER CABLE (15 PIN) ...9.99 
JOYSTICK SPLITTER (15 PIN) 

ALLOWS TWO JOYSTICKS TO BE 

CONNECTED TO ONE PORT . 10.99 

KEYBOARD EXTENDER CABLE (5 PIN) ...19.99 
MIDI CABLE FOR SOUND BLASTER .19.99 


WITH ALL THIS SOFTWARE 

8 MB RAM RECOMMENDED FOR MULTIMEDIA 
SPECIFICATIONS AND PRICES SUBJECT TO CHANGE 
TRUST NON-MULITMEDIA PC FROM 599.99 PLUS VAT 

AND FREE TWO YEAR ON-SITE WARRANTY 

'we only supplVmembers butyou can'orderas you'join ‘ 

MEMBERSHIP FEES UK EC WORLD 

one YBAK (12 ISSUES} £7.00 £9.00 £11.00 

SIX MONTHS (6 issues) £4.00 £6.00 £7.00 

Each issue includes £15 of new XS Savers. Members are under no obligation. 
All prices include VAT and carriage to MOST UK mainland addresses. 

Overseas orders must be paid by credit card EXAM 

Hardware items (battery or mains) are only supplied to the UK mainland 
Overseas surcharge £2.00 per software item or 25% on other items 


(BLOCK CAPITALS please) 

Name & Address_ 


Phone No_ 

Enter membership number (if applicable) or 

NEW MEMBERSHIP FEE (ANNUAL UK 7.00) 


.Postcode_ 

If Mac or PC please slate D(SK or CD ROM 

Machine 


item 


item 


Please use this box to add any optional fast delivery charge 
1st Class Post 50 p per posted item or £10 hardware 


ALL PRICES INCLUDE UK POSTAGE & VAT £ 

Cheque/P.O./Access/Mastercard/Switch/Visa 


CREDIT CARD 
EXPIRY DATE _ 


SWITCH 
.(ISSUE NO_ 


Mail Order address. Cheques payable to: 

SPECIAL RESERVE 

P.O. BOX 847, HARLOW, CM21 9PH 

or FAX a credit card order on 01279 726842 - and we’ll FAX back. 

Inevitably some games listed may not yet be available. Please phone to check availability, 
Prices may change without prior notification. Time of going to press 5.5.95 E .& O.E. 
SAVE = Saving off full retail price. Inter-Mediates Ltd, The Maltings. Sawbridgeworth, Herts 
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How the hell do you make a computer game that 
remains faithful to its comic book parent but is still 
interactive and involving? This was probably the 
toughest challenge facing Cryo during the 
development stages of Aliens. Based on the 
bleak Dark Horse books, the game’s 
graphics had to have the same gritty feef 
of the comic artwork, but underne'^rtlt. 
the glossy facade there had to be a 
game that would be every bit as 
tense and gripping as the moviesT 

Having settled on a graphic adven-\T *'’ ^ 

ture (see Issue ii of PC GAMES), chief y 
designer Nicolas Choukroun teamed up * 
with artist Bernard Bittler to create th 
game’s visuals. This wasn’t easy, but 
using a skilled and experienced 
artist like Bittler made the task much 
easier, as Choukroun explains; 

“[Bittler] is a great fan of cornics, and 
he had read a lot of Dark Horse, stufi 
before he was drafted in to suppiy^e 
artwork for the game, so he had a lot 
background knowledge beforehand.”” 

Bittler’s enthusiasm and indeed his 
interest of the subject matter proved inv 
able, and while he used the comic books" as a 
foundation, he also took influence from othe. 
sources. “Drawing inspiration "from the filnis and 
comics, Bittler also used Giger’s Alien sketches as a 
basis for his artwork.” reveals Choukroun. “However, 
although we are free to use the Alien and Giger’s 
world, we cannot use Giger’s artwork itself.” 

Therefore every image had to be created from 
scratch — a mammoth task for just one artist, 
although Bittler’s job was made much less stressful 


thanks to the wads of background material already 
available^The Aliens were therefore relatively easy to 
create (although Bittler designed a 
totally new hybrid Alien which 
^ appears later in the game), and 
were first designed on paper 
then rendered in 3D Studio. 

This process was pretty much 
the standard used throughout the 
development of the game, offers 
Choukroun: “Bittler’s paper drawings were 
scanned and then we used the results as a 
base for the 3D Studio images. The lighting 
and shadows are then added to give a real 
three-dimensional feel.” 

Bittler was also responsible for the design 
of all the rooms as well as the Alien sketches, 
and created both the appearance and the 
me mechanics of every location in collabo¬ 
ration with Choukroun. 

The artist’s job didn’t end there, either. 
He was needed to produce the hundreds of 
^i^iminary drawings that would be featured 
in the game itself or just for ideas, and so 
he set about creating countless water- 
olour paintings of dismembered 
corpses, cocooned colonists and 
wounded soldiers that lay strewn 
across the ransacked colony. In 
fact, almost every aspect of the 
game was sketched out by hand 
first, to give the game the authentic 
comic book feel Cryo was looking for. 
However, because comics and computer games 
^"re two vastly different mecflurhs, the designers of 
Aliens were limited as to how far they could blend the 


(Right) One of the Sheridan’s crew members takes 
a closer look at one of the Alien eggs. 

(Below) Virtually all the artwork for the game, 
including the backgrounds, was drawn by hand 
first and then scanned into 3 D Studio. 

(Below left) These are just a couple of Bernard 
Bittler’s conceptual sketches for Aliens: The Comic 
Book Adventure. As you can probably see, the 
majority are watercolour paintings, and other pre¬ 
liminary drawings feature images of an entirely 
new hybrid of Alien. 
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two. They decided that while the backdrops and static 
character portraits would be created by Bittler, the 
actual moving images were brought to life by Cryo’s 
team of 3D Studio artists who rendered the crew 
exoskeletons, the Aliens and such like. The two com¬ 
bine perfectly, and while the slick SVGA scenes inject 
cinematic atmosphere into the game, the hand-paint¬ 
ed images help the game retain its comic book roots. 

But while the graphics featured in Aliens are noth¬ 
ing less than stunning, without the sweeping sound¬ 
track all atmosphere and tension would be lost. It was 
again up to Nicolas Choukroun to compose a suitably 
stark, eerie musical score to match the dark, forebod¬ 
ing visuals. Considering Choukroun was bogged down 
with virtually every other aspect of the game, he 
accomplished this with surprising ease, and has writ¬ 
ten almost every piece of music before the game has 
even been finished! 

The final — and perhaps most important — part of 
the sound mix, the digitised speech, has yet to be 
recorded, as the lines of dialogue haven’t yet been 
finalised (they haven’t been translated from French to 
English yet) and casting the right voice for each crew 
members is a time-consuming process. 

However, Cryo are confident that work will be com¬ 
plete in time for its Autumn release. If you can’t wait 
until then, keep your eyes peeled for a future issue of 
PC GAMES when we’ll be bringing you an exclu- 
sive CoverCD demo of Cryo’s awesome Aliens. \^J 


The future for Cryo looks very bright indeed, as 
the French developers have a number of projects 
already underway and even more on the horizon. 
With the release of Aliens this Autumn it looks as 
though Cryo have finally achieved the perfect 
balance between awe-inspiring graphics and 
gripping gameplay, something which should also 
reflect in Dragon Lore 2. Obviously the sequel to 
their previous not-too-impressive adventure, 
Cryo assure us DL2 will be a vast improvement in 
terms of both gameplay and presentation, 
although don’t expect to see it surface until 
sometime next year. 

A sequel to MegaRace is also on the cards, 
titled (somewhat unsurprisingly) MegaRace 2. 
Retaining the same high-level graphics and sound 
of the original, the gameplay is again said to be 
significantly enhanced to make the game far more 
exciting and addictive than its parent. Like DL2. 
Mega Race 2 won't appear until 1996, but due for 
release near the end of this year is Raven Project. 

An action-packed shoot-'em-up featuring (yep, 
you've guessed it) rendered graphics. Raven 
Project oozes atmosphere and has a very cinemat¬ 
ic quality about it. so expect it to be a damn sight 
more impressive (and hopefully more interactive) 
than most other CD-shooters currently available. 

Cryo also have a handful of other titles on the 
boil, but are remaining understandably tight- 
lipped as they don't want to give anything away at 
this early stage. Maybe they're already sketching 
out ideas for the sequel to Aliens? Who knows? 
































Alex Simmons journeyed to 
Team 17’s HQ in Wakefield and 
discovered that, in the near 
future, Hovis and Brian Glover 
won’t be the only things 
Yorkshire is famous for. 

A sk any Amiga owner who publishes the 
best games for their i6-bit computer, and 
they’ll undoubtedly reply Team 17. Over 
the past few years the Wakefield-based 
developer has built up a cult following of avid game 
fanatics looking for the very best in home computer 
entertainment. But, as we are all aware, the Amiga is 
on its death-bed, making way for the next genera¬ 
tion of super consoles and, of course, the mighty PC. 
So what are Team 17’s plans for the future? 

Team 17 has been developing PC-specific titles (as 
opposed to Amiga conversions) for about a year, but 
it’s only now that they’re beginning to see the light of 
day. The reason for this is simple, and one which 
affects many of the smaller developers across the 
nation — lack of resources. Creating a computer game 
isn’t as easy as it used to be, and vast programming 
teams with access to all the latest hyper-expensive 
development equipment is now a must-have necessi¬ 
ty, not just a luxury. 

Due to its relatively small size. Team 17 has found 
it difficult to keep up with the big boys like Origin et al 
, as Alan Bunker, the company’s Media Manager, 
explains: “Being an Amiga-based company we just 
haven’t got the internal resources to be able to 
expand into, say, the cartridge market. That kind of 
thing takes a lot of money, people, resource and so 
on. Now, at a time when the software business is get¬ 
ting more corporate, you need more investment.” 

This is all too true — which explains why Team 17 
recently announced that it is linking up with 
Mancunian software giant Ocean Software. “We had 
quite a few companies interested,” explains Bunker, 
“but Ocean offered us the better deal. They’re also 
drinking Northerners — and any drinking Northerners 
are fine by us!”_ 

Ocean and Team 17 first discussed their plans for 
the future at the European Computer Trade Show last 
March, and shortly after a two-year publishing deal 
was signed. Now the gaming world is quite literally at 
Team 17’s feet; with its newly-found capital. Team 17 
can at last start concentrating on developing not only 


for the PC, but also for the PlayStation and the Saturn, 
amongst others. 

However, surely linking up with a company like 
Ocean affects Team 17’s independence? Does this 
deal mean that Team 17 has sold out? “No way!” 
replies Bunker. “It’s a joint publishing deal. At the end 
of the day Team 17 are 100% independent and that’s 
something we really want to stress. Team 17 have a 
cult following and we don’t want to lose that, we just 
want to expand on it. If we get associated with some¬ 
body else we’ll lose the whole image we’ve created. 
Ocean are quite keen to maintain the Team 17 image 
as well, which is really our ‘Take no s**t’ attitude, and 
to get good games out there and hopefully satisfy the 
games-player.” 

So Team 17 are pretty much free to do what they 
want, to continue to release ‘real games created by 
real games-players’. And judging by the games that 
are already in development, I think they’re right... 


(Above) As you can see, RoUcage’s anti-aliased, texture-mapped 
graphics are quite simply awesome. Imagine this level of detail run¬ 
ning at 70 frames a second on a Pentium. Sounds good, eh? 

(Below) One of the game’s many tracks is set in the LA sewer chan¬ 
nels, racing along the concrete course. Terminator 2 -style. 

(Bottom) When it’s released in September, Rollcage will feature a 
smart multi-player network option in which up to six drivers can take 
part simultaneously. A nice touch is the ability to add your own per¬ 
sonalised number plates. 




Rollcage 

With Rollcage, Team 17 decided to do something 
different with the racing game genre. Bored with the 
usual track-based racers like NASCAR Racing and 
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indeed Namco’s Ridge Racer, Team 17 eventually 
opted for an off-road racing game in which cars bang, 
bash and battle across a variety of different courses 
including canyon circuits, forest stages and even 
multi-storey car parks! 

Developed by brothers Mat and Dan Cook (who are 
Rollcage’s programmer and graphic artist respective¬ 
ly), the game’s spectacular 3D engine was created 
completely from scratch which has taken around eight 
months so far. According to the Cook brothers, it is the 
most advanced 3D engine on the PC as yet, and has a 
number of unique features including fade-to-blue in 
the distance (to create a realistic horizon) and also 
full-perspective, anti-aliased texture-mapping. The 
result is quite literally awesome — Rollcage runs at an 
astounding 70 frames a second on a Pentium! 

Featuring a smart combination of both Gouraud 
and depth shading, the game already looks very 
impressive even though it’s still some way away from 
completion. In the final game up to six drivers will be 
able compete via a network option across a whopping 

(Below) Another one bites the dust in Rollcage. 

(Bottom) If you’re looking for a playable Doom-clone but want a game 
with more engrossing gameplay, Allegiance could well be for you. It’s 
hi-res graphics are second-to-none, and the puzzle-based gameplay 
promises to complement the gun-toting action perfectly. 


20 courses. In all there will be ten unique cars to 
choose between, each of which has been painstaking¬ 
ly created in 3D Studio and even has its own individual 
handling characteristics. 

Including the usual array of exterior views and a 
choice between manual and automatic gearbox, 
Rollcage promises to surpass anything you’ve seen 
before. If you don’t believe us, check it out for yourself 
— a playable Rollcage demo will be appearing exclu¬ 
sively on a future issue of PC GAMES. Look out for it! 

• Rollcage is due for release in September. 

Allegiance 

Although Allegiance’s slick first-person perspec¬ 
tive graphics make it look visually similar to Doom, 
Team 17 are adamant it will be vastly different to id 
Software’s classic shooter. For a start Allegiance 
won’t simply be a mindless gore-fest, and each of the 
10 missions will be properly structured with the 
emphasis on completing the tasks in hand thoroughly 
and correctly. 

Incorporating Team 17’s advanced video playback 
system that runs almost TV-quality footage without 
the aid of an MPEG card, the action will be inter¬ 
spersed with dramatic live-action sequences to 
increase the atmosphere. The scenes will be incredi¬ 
bly realistic (or should that be gory?), with buckets of 


Allegiance will be so violent that Team 17 is already 
confidently expecting a 15 certificate when it’s eventu¬ 
ally released! 

In addition. Allegiance will even feature an impres¬ 
sive (but processor-hungry) SVGA mode, along with a 
massive selection of weapons to collect and some 50 
types of enemy to eliminate. 

If you liked Doom but wanted something a bit more 
intellectually taxing. Allegiance could well be what 
you’re looking for. 













(Top) Witchwood is an absolutely enormous game, featuring over a 
thousand locations spread across various different landscapes. 
(Above) The game’s excellent artificial intelligence engine makes 
talking to other characters much easier and less time consuming. 
(Below) if Pip manages to save up enough cash, he can go and buy a 
new weapon from the armoury. 
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Witchwood 

For those of you who own a Super Nintendo I’m 
sure Witchwood will look vaguely familiar. It is, with¬ 
out a shadow of a doubt, a Zelda clone — an arcade 
adventure complete with cutesy graphics and absorb¬ 
ing gameplay. 

Set in some distant, mystical realm, the storyline 
goes something like this: There once lived an evil 
witch who terrorised the entire land. Eventually the 
villagers plucked up the courage to storm her moun¬ 
tain lair, transforming her into a block of wood using a 
powerful magic shield. All was well... until now. Over 
the years the old hag has grown, spreading her roots 
across the land and now she’s about to wreak havoc 
once more. 

Okay, so the story may not be particularly inspir¬ 
ing, but the gameplay certainly is. As Pip, the hero of 
the adventure, the player has to explore the world in 
search of the four pieces of the shield with which to 
defeat the evil bitch-queen once again. This isn’t as 
easy as it sounds, because the land in which the game 



(Left) Compared to the Amiga game’s relatively 
simple graphics, the PC version’s presentation is a 
vast improvement. A zoom option has also been 
included, giving gamers the chance to view the 
battlefield as a whole. 


is set is absolutely enormous. In fact, there are over a 
thousand locations in all, and Pip’s quest will take him 
through haunted graveyards, across treacherous 
mountain ranges and even down into hellish under¬ 
ground caverns plagued by fireball-spitting demons! 

Witchwood is being developed by Synergy, a two- 
man team, and it has grown in size tremendously 
since its initial conception. Originally the central town 
was going to comprise of just a few dozen houses but 
now, a year later, it contains about two to three hun¬ 
dred rooms, every one of which can be explored! 
Usually a game area of this size would mean con¬ 
stantly retracing your steps to return to places you’ve 
already visited, but thanks to strategically-placed 
teleport points this tedious back-tracking is kept to a 
bare minimum. 

Pointless conversations are another problem the 
team wanted to overcome, so rather than asking the 
same questions to different characters time and time 
again, the game automatically remembers previous 
conversations and adjusts the dialogue lines accord¬ 
ingly. You won’t be able to talk your way out of every¬ 


thing though, so expect more than a little swordplay 
throughout the adventure. 

Appearing on CD, Witchwood will feature full digi¬ 
tised speech, as well as dramatic cutscenes that help 
explain the non-linear storyline throughout the game. 

• Witchwood is due for release in September. 

Worms 

By now you’ve probably heard of Worms. It’s the 
game that Team 17, along with most of the specialist 
computer press, are hailing as the most playable 
game of 1995. It’s a justified claim too, because after 
just a few minutes playing Worms 1 guarantee you’ll 
be hooked for life. 

Why? The answer is simple: like most of Team 17’s 
products, the emphasis is on addictive gameplay. 
Controlling a group of four worms armed with a variety 












































(Below) Team 17 is billing Worms as ‘the most playable game of 1995 ’ 
and, to be honest, they could well be right. It’s a surprisingly simple 
concept, but like most other multi-player games it’s incredibly addic¬ 
tive. What’s more, the game includes some 4 billion levels, so don’t 
expect to tire of this baby easily. 


(Left) This rendered worm is just one of many featured 
in the hilarious intro and cutscene sequences. Come 
on — just how hard is your worm? 
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of weapons, the aim of this two-to-sixteen player 
game is simply to nuke the enemy in any way you see 
fit. Blast ‘em with bazookas, shoot ‘em with shot¬ 
guns... hell, you can even wipe the slimy buggers from 
existence using high-explosive sheep! 

Worms has been around in one form or another for 
about four years, when programmer Andy Davidson 
first came up with the idea while working in a comput¬ 
er store in Bournemouth. It was only when he 
approached Team 17 with the game just nine months 
ago that Worm fever began, and now with the backing 
of Ocean it seems that Worms will appear on just 
about every format you could possibly imagine. 

The PC version of Worms is almost complete 
(although it’s not due for release until late 1995) and 
will feature radically enhanced graphics and sound, 
along with some four billion randomly-generated lev¬ 
els to battle over, ranging from forest stages to ice 
plains to zany Mars levels. Each level has a specific 
code too, so if you do find one that’s particularly good, 
you can simply make a note of the number to return to 
it over and over again. 

Along with the improved in-game graphics. Team 
17 are currently working on numerous rendered intro 
and cutscene sequences. Played after spectacular 
kills and such like, their cartoon style works extreme¬ 
ly well, especially in a game as light-hearted and 
indeed as funny as Worms. 

Set to become one of ‘95s most sought-after titles. 
Worms isn’t a game to be taken too seriously, but it’s 
most definitely one to look out for. 

• Worms is due for release in October. 

‘Pinball Game’ 

Although details are sketchy at the moment, PC 
GAMES can exclusively reveal that Team 17 are work¬ 
ing on a pinball game. As yet untitled. Team 17’s pinny 
game will, like Epic Pinball, use the full potential of 
the computer medium and will feature a wide selec¬ 
tion of original tables. Additionally, Team 17 are hop¬ 
ing to sign up a coin-op manufacturer, thus enabling 
them to bring real-life pinball tables to the PC. 

Although the ‘pinball game’ is not due for release 
until the end of this year or possibly the beginning of 
next, we’ll endeavour to bring you more details 
as and when we get them. 



Interactive Football League, or IFL for short, is Team 17’s unique on-line football management game. 
Rather than playing against computer-controlled opponents, IFL’s most unique feature is that you get to 
compete against real people over the Internet. 

Based loosely on play-by-mail games (in which players post their turn/actions to a central referee), 
you get to pick your own team using your initial pool of cash, then gradually take them to the top by win¬ 
ning matches and so on. The system works in very much the same way as the real football league, in that 
each team gets to play every other in the division twice in a 22-game season, and that points are award¬ 
ed for each win, either at home or away. 

The on-line version of the game allows managers to send their tactics via a Modem or over the Net, the 
results are then calculated by Team 17 and finally posted back to the players. What’s more the winner of 
the conference receives a tasty 500 quid, while winners of any cup matches get a respectable fifty pound 
note in return for their skills. 

Each season last approximately five and a half months, and costs just £20. The game starts on July 1st, 
and if you’re interested and after more information contact Team 17 on (01924) 267776. A disk version will 
also be available, where turns are sent via the post rather than over the Net, and the starting cost is £30 
(which includes postage for the whole season). 


Interactive Football League 1.00 


File Club Info Reports/Results/Fixtures Tables Transfers Messages Help 
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Available for Amiga PC CD ROM 

at all 

Computer stores now 

All proceeds to charity, Including ChildLine and the Prince’s Trust. 
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At last. Star Trek: TNG is finally here and it's awesomtl mui van — O^n t forgf l the 
bundles of other reviews we've crammed into this scorching 's^ue Read on 
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Magic Carpet: Hidden Worlds Bullfrog 


HOW we DO WHAT we DO... 

Everyone at PC GAMES is a complete gaming nut. That’s why we know exactly 
what you want to see in a game review (or so we like to think). 

So what do you get? 

Well, you get all the info you need and no waffling — we get straight to the point. 
On top of that you get loads of big screenshots of the game in action, along with 
maps and diagrams helpfully illustrating any major gameplay features — after all 
a picture, as they say, speaks a thousand words. 

Then we compare the big games with another of similar type in the ‘It’s A Bit 
Like...’ panel. Typically this will be the best game in its genre so you’ll probably 
be pretty familiar with it, thus giving you a handy point of reference. 

The whole PC GAMES team plays every game reviewed and, although only one 
person’s name appears on each review, the criticisms and Overall mark reflect 
all of our combined opinions, hopefully giving you a balanced view. Should any 
team member disagree violently with the rest, his comments will appear in a 
special box in the review. 


Finally, we have the essential score panel. 



Details the minimum machine specifica¬ 
tion as recommended by the software 
company, along with how much valuable 
hard disk space it takes up and what 
^ptional peripherals it’ll recognise. 

^he game’s good and bad points, which 

are basically a concise summary of the 
. criticisms made in the main review. 


'^he Overall Score. We don’t see any poinT' 
in ratings for playability and all that other 
stuff — you get one mark to sum every- 
\thing up and that’s it. _^ 



The coveted PC GAMES STAR 
is awarded to any game scor¬ 
ing 90 % or over, indicating that 
the game in question is an 
essential addition to any game- 
splayer's software collection. 


WING COMMANDER 3 ' 


Elec tronic Arts/Or igin 
(0753)549442 
£54.99 Out Now 


50MHz 486. VGA, 8Mb RAM. 20Mb of 
hard disk space, double-speed CD- 
ROM drive and joystick. 


Mouse; SVGA; aimost every major 
soundcard. 


THE GOOD... 

* At last — an ‘interactive movie’ that 
actually looks like a movie. 

* The dogfighting is tense, exciting 
and looks fabulous. 

* Intriguing piot that keep you 
hooked from the start. 

* Superb SVGA graphics and excel¬ 
lent sound. 

...AND THE BAD 

* Needs a monster PC to run at any¬ 
thing near a playable speed. 

« The missions lack depth and variety. 
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The ship-to-ship combat is STiTNG’s only real 
weakness. It’s not bad as such, just a bit dull and 
unexciting. Hopefully this will be improved for 
ST:TNG 2. 


A Garidian warbird decloaks behind a tiny scout- 
ship — just one tiny example of the dozens of 
excellent cutscenes that punctuate ST:TNG. One 
day, all games will look this good... 




Solving the puzzles is all about using the right people in the right places. You can cycle through the crew in your away team and get them to inspect or use the 
objects they find — they’ll each give you a different response depending on their abilities. 


s I begin to write this 
review, I can feel a 
cold trickle of sweat 
start to run down my back. My fingers 
tremble as they punch the PC’s 
keyboard, my heart is racing fit to bust 
and my bowels are doing nauseous 
somersaults. I don’t feel at all well — 
and I’ve still got some 2000 words or 
so to go. 

Why I am I such a state? Because I’m 
writing about Star Trek — and, as any 
journalist will tell you, writing about 
Star Trek is dangerous. In fact, by the 
time you read this, I may well be dead, 
murdered by a lynch mob of enraged 
Trekkers who have declared a Salman 
Rushdie-style fatwa on me. 

Please, let me get one thing straight 
from the start I like Star Trek, honest, 
and furthermore I really like Star Trek; 



The Next Generation (although, if you 
ask me. Deep Space Nine should’ve 
stayed in deep space). In fact, I think 
some episodes of Star Trek: TNG (espe¬ 
cially The Best Of Both Worlds two- 
parter, in which Picard gets turned into 
a Borg) are the best science fiction I’ve 
ever seen on TV. 

What I don’t like about Star Trek 
and its subsequent offspring are the 
obsessive fanatics it seems to attract, 
those sad, wide-eyed individuals 
who fervently and vociferously 
believe that Gene Roddenberry 
didn’t so much create a popular 
TV show as a template for a new 
20th Century religion. I mean, 

Tm a huge Star Wars fan, but I 
don’t go around trying to con¬ 
vert people to the Force. As 
William Shatner allegedly said to 
a group of Trekkers at a Star 
Trek conference: 

GET A LIFE! 


Oh, why do I bother? Nothing I say 
here will change the views or lifestyles 
of these people. Indeed, I’ll bet money 
now that once this review appears in 
print we’ll get scores of complaint let¬ 
ters (in addition to the death threats) 
from Trekkers, bitching about some 
minor technical inaccuracy I’ve made 
regarding the tachyon levels in the 
Enterprise’s warp drives. 

However, I challenge even the 
most anally-retentive Trekker 
to find fault with Star Trek: 
The Next Generation — 
“A Final Unity” (which, 
for the sake of your sani¬ 
ty and mine, will hereafter 
be referred to as ST:TNG). 
Spectrum Holobyte’s 
long-awaited Trek adven¬ 
ture is easily one of the most 
impressive licensed 
games I’ve ever 
seen, giving 



...Star Trek; Judgment Rites. When 
Interplay came to do its interpretation 
of the Star Trek legend it too opted for 
a graphic adventure punctuated with 
3 D combat bits. Admittedly, Spectrum 
Holobyte’s game is more impressive, 
but that’s partly down to the more 
powerful processing power now avail¬ 
able. However, if it’s a solid adventure 
starring Star Trek characters you’re 
after, you should still get your 
money’s worth out of Judgement Rites. 


































The Next Generation 

‘A Final Unity”^^ 


even LucasArts’ brilliant Star Wars spin¬ 
offs a good run for their money. 

The game commences with a beauti¬ 
fully-produced animated introduction 
sequence, which perfectly emulates the 
cliff-hanger openings of the TV 
episodes. It begins with the Enterprise 
on a routine patrol of Federation Space 
near the Romulan neutral zone. 
Suddenly a badly-damaged Garidian 
scoutship is detected fleeing Romulan 
Space. The Garidians are one of the 
Romulans few allies and are rarely 
encountered, so naturally the ever-curi- 
ous Picard decides to investigate (well. 


it’d be a pretty dull game if he just 
decided to ignore it, wouldn’t it?). 

As the Enterprise approaches it’s 
hailed by the scoutship’s crew, who 
claim they seek political asylum from 
their Garidian persecutors. Right on cue 
(great sense of dramatic timing, these 
aliens) a massive Garidian Warbird 
decloaks behind the tiny scoutship, 
locks onto it with a tractor beam and 
begins hauling it aboard. On the 
Enterprise the red alert siren starts blar¬ 
ing, the camera slowly closes in on a 
clench-jawed Picard, the music builds 
to a crescendo, you wet yourself, and 


then the TV show’s title sequence rolls, 
proper theme tune and all. 

It’s a hell of a start to a game, that’s 
for sure. The quality of the rendered 
images is simply superb (although 
Picard, Ryker, Data et al do look a little 
‘plasticine’-y) and the use of music and 
effects is excellent. It’s all capped off by 
the superb speech, which employs the 
vocal talents of the TV show’s entire 
cast. Indeed, close your eyes and it’s 
hard not to imagine that there’s a real 
TV episode being played out on your 
humble PC. Believe me, Trekkers will 
just love it. 


And the best thing of all is that this 
level of quality is maintained through¬ 
out the whole game. If 1 have any com¬ 
plaint at all it’s that in some of the con¬ 
versations there are times when the 
inflection on the lines sounds a little off 
(presumably because the actors record¬ 
ed their parts in isolation, and therefore 
they weren’t reacting to somebody 
else) but such moments are few and far 
between, and to be honest I’m just nit¬ 
picking now. 

But enough about the stunning 
audio-visuals, what of the game? Well, 
as I mentioned earlier, it’s essentially a 



Lt Cmdr 

Geordi La Forge 

Geordi’s a nice enough bloke, 
but he seems to have no inter¬ 
ests beyond the Enterprise’s 
internal workings. He really 
ought to get out a bit more. 


Doctor Beverly Crusher 

The female characters in Star 
Trek always tend to be a bit 
weak, and Dr Crusher’s no 
exception. Her biggest claim to 
fame is that she once snogged 
Picard — whooo! 


Commander William Ryker 

If there’s an ugly alien that needs punchin’ 
or a buxom woman that needs kissin’, you 
can bet Ryker will be in there first, fists a- 
flailing and lips a-puckering. He’s a bit of a 
creep, actually. 


Captain ]ean-Luc Picard 

The Enterprise’s head-honcho — which prob¬ 
ably explains why he’s called Captain and 
not somebody else. He’s a bit of an all-round 
excellent bloke, is our Picard — except for 
the fact that he's French. 


Lt Cmdr Worf 

If there’s a fight — and Ryker’s otherwise 
occupied — then you can bet it’ll be Worf in 
there flexing his muscles. Tends to go on 
about ’honour’ a lot, so he probably wouldn’t 
vote Tory. 




Lt Cmdr Data 

Data is an ‘artificial lifeform’, which basically means he speaks like 
Mr Logic from Vi/ and has no sense of humour. We suspect that he 
was based on a Trekker that Gene Roddenberry once met. 


Counsellor Deanna Troi 

A complete wet blanket — she’s forever furrowing her brow and 
moaning “I sense so much... pain ." Arguably the most useless mem¬ 
ber ol Ihe crew, but looks good in a one-piece uniform. 


Take Me To The Bridge 

Or: Who’s Who On The Enterprise 


...And, Er, What About 
The Rest Of The Crew? 


















Clash Of The Captains 


In the movie Star Trek; Generations, the two famous Captains of the Enterprise, James T. Kirk and jean-Luc Picard, met 
for the first time. Sadly, however, the movie failed to resolve the biggest and most important question in the Trek uni¬ 
verse, namely: who’s best? 

But now, for the first time, PC GAMES reveals all. We’ve made a list of the special qualities that we believe separate 
the Captains from the First Officers, and rated each of the contenders out of lo. So, just who is best — Kirk or Picard? 
Read on to find out... 


Air Of Authority: 

Back in the original Trek TV series, Kirk always seemed a bit 
too young and cocky to be at the helm of a Federation star- 
ship. More recently, Kirk’s advancing years have earned him a 
natural gravitas, but it’s been undermined by his ever-expand¬ 
ing waistline. 



5 


9 


Air Of Authority: 

Pretty much excellent, actually. Picard looks old enough to 
have been around the galaxy a few times, but not so old that he 
needs help getting on and off the transporter pad. What’s 
more, his rich, deep voice helps enormously. Shame about the 
lack of hair, though. 


Grace Under Fire: 

Oh, very good indeed — Kirk never buckled under pressure. 
Whenever threatened by an alien with a funny-shaped raygun, 
he was always ready with a snappy put-down and one of his 
incredibly patronising smirks. When you think about it, it’s 
amazing he was never shot. 


8 


10 


Grace Under Fire: 

Almost flawless, and a definite credit to Starfleet. 
Picard’s been put through the wringer more times 
that I’ve had pints of Romulan ate, and he always 
comes out smiling — well, not exactly smiling, but 
you get my drift. 


Fighting & Rucking: 

Wahay, go on my sonl Even in his early years, Kirk was never 
one to shy away from a fight, even if it did mess up his hair a 
bit. And in Star Trek; Generations he was still indulging in 
fisticuffs, although at his age he really ought to take it a little 
bit easier. 


8 
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Fighting & Rucking: 

Disappointing — frankly, if you were in Ten-Forward and 
some drunken Klingons started catling you names, Picard is 
the last bloke you’d want by your side. Picard’s not really one 
for rough-housing it, and tends to leave the physical stuff to 
Commander Ryker. 


Luck With The Ladies: 

If Kirk wasn’t punching aliens, he was snogging 
them. You could always bet that, on any mission, 
there would be some stupid alien tart who would 
ask “What is love. Captain?” And sure enough, Kirk 
would show them — with tongues. What a guy. 


10 
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Luck With The Ladies: 

A-bloody-bysmal! As with fighting, Picard tends to leave 
the snogging to Ryker. To my knowledge the only girl 
Picard has ever ’got ofP with is Doctor Beverly Crusher, so 
not only is his luck with the ladies poor, he’s also got ter¬ 
rible taste. 


Abundance Of Hair: 

Not as good as it first appears. Apparently Kirk’s a bit of rug- 
lover, but it looks okay so we’ll let him off. At least, like us, he 
appreciates that men in positions of responsibility should 
have at least some hair — unlike some people we could care 
to mention! 


5 
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Abundance Of Hair: 

Well, it’s obviously not very good, is it? Mind you, at least 
Picard carries it well, and doesn’t ill-advisedly try to conceal 
his gleaming pate with a few pathetic strands of hair dragged 
across from one ear to t’other. Some even say he follicle-free 
head is part of his charm - personally I’m not so sure. 


Acting Ability: 


In the original Trek TV series, Kirk always seemed a bit too Ah, 
this is where it all starts to go a bit pear-shaped. Let’s face it, 
William Shatner was never a potential Oscar winner. His main 
way of conveying drama... was... to speak... slowly... andthen- 
speedupbriefly... andthento... slow... down... again. 
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Acting Ability: 

Undeniably excellent. Patrick Stewart is an experi¬ 
enced thespian with a string of top dramatic roles 
on both stage and screen to his credit. Compared to 
Kirk, he certainly brings a bit of class to the bridge 
of the Enterprise. 


Overall 


39 
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Overall 


The Verdict 

Well, they always say that the old ones are the best, don’t they — and that seems to have been proved correct here! Yes, 
old James T. Kirk wins the Clash Of The Captains - but it was a close run thing. If only jean-Luc Picard had a bit more hair, 
things could’ve been so very different... 




graphic adventure. The main thrust of 
the plot concerns a quest to find the 
‘Fifth Scroll’, a semi-mystical artifact 
that (it’s claimed) will free the persecut¬ 
ed Garidians from their masters. 
However, there are also scores of short 
‘mini-adventures’ to participate in. 
Typically these are shoe-horned into 
the plot via ‘urgent messages from 
StarFleet’, and generally it’s completely 
up to you whether you choose to accept 
them or not. 

The adventuring consists of two 
main elements: onboard the Enterprise, 
and down on the planets. When you’re 
on the Enterprise, flying around the 
galaxy, you assume the role of Captain 
jean-Luc Picard himself. As the big 
cheese, you get to make all the key 
command decisions. From the bridge 
you can access all the ship’s operations 
stations, such as communications, 
engineering, tactical, astrogation and 
so on, where you can fiddle with hun¬ 
dreds of knobs and buttons and gener¬ 
ally dictate what everyone should do. 

However, if the thought of control¬ 
ling a whole Galaxy Class starship on 
your own sounds a touch daunting (and 
well it should — it’s bloody complicat¬ 
ed), don’t panic; ST:TNG offers the play¬ 
er three difficulty levels, namely Ensign, 
Lieutenant and Admiral, which basically 
governs how much help you’re given by 
the crew. 

On the lowest difficulty level. 
Ensign, the crew will molly-coddle you, 
suggesting (typically correct) courses of 
action, selecting who should beam 
down to planets, and even picking out 
which tie you should wear that evening. 
Essentially this difficulty level removes 
all the ‘onboard the Enterprise’ compli¬ 
cations from the game, leaving you free 
to get on with slightly more traditional 
graphic adventuring down on the plan¬ 
ets (which I’ll get on to in a moment). 

Switch to the next difficulty level. 
Lieutenant, and things get slightly more 
complicated (never!). Now you actually 
have to ask the crew for help, choose 
who should beam down to planets and 
pick out your tie yourself. On the tough¬ 
est difficulty level. Admiral, it’s all down 
to you — ask the crew for advice and 
they’ll simply shrug their shoulders and 
mutter “You’re on you own here, baldy 
— and by the way, that tie doesn’t go 
with that shirt”. 































Depending on the difficulty level you’ve selected, the away team will either be picked for you or you’ll be 


left to decide who should stay and who should go. 



When Picard first encounters an alien race and says “On screen", you’ve got to admire him for not laughing 
or flinching at the sight of some the ugly-muglies sees. 
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From the ship’s main computer you can access 
loads of Star Trek-related info and trivia. It’s like 
being stuck with a boring Trek nut on a long train 
journey — but in your very own home! 



If the thought of re-routing the plasma flux through 
the computer’s power transducer all sounds a bit 
too much for you to handle, you can delegate 


Geordi to look after it. 

(Below) The 3D crew models are surprisingly real¬ 
istic and coupled with voices of each of the actors, 
it’s almost as if you’re watching an episode of the 
TV series. 



To be honest, unless you’re a real 
Trek-head and relish the thought of re¬ 
routing the plasma couplings through 
the main computer’s energy transducer, 
you probably won’t find the ‘onboard 
the Enterprise’ stuff that interesting, so 
advisable to stick to ‘Ensign’ or at least 
‘Lieutenant’ difficulty level. 

For non-Trekkers the most exciting 
thing that happens on the Enterprise is 
potentially the ship-to-ship combat but, 
frankly, I found it a bit of a non-event. 
It’s not bad exactly, just slightly dull 
and uninvolving. Direct control over 
your ship is limited and ineffectual; 
instead, your best option is to do battle 
by selecting either offensive or defen¬ 
sive manouevres from a list of possible 
tactics, then letting loose with the 
phasers and photon torpedoes when 
you’re in a good position. 

Of course, I realise that this is Star 
Trek and not Star Wars, so it’s unfair to 
expect fast-paced 3D action 0 la TIE 
Fighter or Wing Commander 3. 
However, there’s no reason why it 
couldn’t have been as tense and excit¬ 
ing as, say, the climactic battle in Star 
Trek II: The Wrath Of Khan. I don’t want 
to make a big thing out of this because, 
as in the TV show, combat is a bit of a 
rarity; all I’m saying is that, when it hap¬ 
pens, it would have been nice if it had 
been a bit better. 

The other side to ST:TNG is the 
‘down on the planets’ stuff. Unless 
you’re playing on ‘Ensign’ difficulty, it’s 
down to you to choose who should 
make up your away team and what 


equipment they should be carrying, 
based on your assessment of the situa¬ 
tion. For example, if there’s been a reac¬ 
tor leak on a space station, then it’s 
probably a wise move to send down 
Geordi ‘Cool shades’ La Forge to exam¬ 
ine the reactor and Doctor Crusher to 
deal with any possible casualties. You 
can have up to a maximum of four peo¬ 
ple in an away team, but you can ‘swap’ 
team members with others back on the 
ship as the situation demands. 

Anyone who’s played a graphic 
adventure will feel right at home on the 
away missions. There’s the usual ultra¬ 
friendly point-’n’-click interface, lots of 
puzzles to solve and people to talk to. 
Success is largely a matter of using the 
right people in the right situations; for 
example, in the ‘leaking reactor on a 
space station’ scenario outlined earlier, 
it wouldn’t be a good idea to make 
Geordi look after the casualties and 
Crusher inspect the damaged reactor. 

All in all, ST:TNG is a superb game. 
The atmosphere generated by the stun¬ 
ning visuals and the exceptional speech 
is right off the scale, while the adven¬ 
turing side of things is, as Spock would 
say, ‘fascinating’. My only real disap¬ 
pointment lies with the ship-to-ship 
combat, but it’s a minor thing that’s 
more than compensated for by the 
sheer quality of every other aspect of 
the game. If you ever wondered what it 
would be like to take the helm of the 
Enterprise and “go where no-one has 
gone before”, then here’s the 
perfect opportunity to find out. 




The tricorder is one of your most essential pieces of 
equipment, allowing you to gather information on 
your location and the people you meet. 




















































































Hidden Worlds 


Dave Upchurch catches 
the rug bug again 
with Bullfrog’s Magic 
Carpet data-disk. 


By now I’m sure you’re all familiar 
with the original Magic Carpet. 
Bullfrog’s stunning 3D blast-’em-up 
went down a storm with critics and 
punters alike thanks to its stunning 
use of texture mapping and Gouraud 
shading, amazing attention to detail 
and its adrenaline-inducing and high- 
ly-compulsive gameplay. 

Of course, Bullfrog know you can’t 
have too much of a good thing, so 
here’s Hidden Worlds, a data-disk offer¬ 
ing rug surfers a further 25 levels to do 
battle over. The aim of the game is 
unchanged: you ride around on a magic 
carpet, amass as much mana as possi¬ 
ble (the source of all your mystical 
energy), collect an amazing assortment 



of death-dealing magical spells, blast 
the odd monster to bits, and generally 
do your best to avoid death. 

The main differences between Magic 
Carpet and Hidden Worlds are cosmetic 
— Magic Carpet was set in an ancient 
Arabian Nights-style environment, 
whereas Hidden Worlds drops you into 
a barren, ice-covered landscape. 

The other major difference is the dif¬ 
ficulty level. Magic Carpet was no walk¬ 
over by any stretch of the imagination, 
but it’s a teddy bear’s picnic compared 
with Hidden Worlds. The enemy’s 
onslaught is ruthless and relentless, 
and right from Level One there are rival 


wizards to defeat, all of whom do their 
damnedest to wipe you out (with 
notable success, more often than not). 

Other than that, though. Hidden 
Worlds really is just more of the same. 
Disappointingly there are no new mon¬ 
sters to fight and only one new spell to 
collect — the homing meteor. Still, they 
say that if it ain’t broke, don’t fix it — 
and that seems to be the rule Bullfrog 
has stuck to here. 

Be warned then; like the original. 
Hidden Worlds looks gorgeous, is fab to 
play and is as addictive as hell — just 
don’t expect an easy ride or, indeed, 
any real surprises. 
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‘*Hang on,” mutters 
David Upchurch, ”this 
is just the computer 
equivalent of Pairs...” 


Tendo wins no prizes for originality. 
Essentially it’s a Shanghai variant, 
which i’m sure you’ve played in one 
form or another. Basically you’re 
presented with a board filled with 
patterned blocks, and the aim is to 
remove them as quickly as possible by 
matching up pieces. Pieces can only be 
paired if at least two of the adjoining 
sides are free. Tendo features 25 
boards, a kids’ version with bright 
colours, up to 144 pieces, two secret 
boards and a choice of shapes. 

I’ll admit that I’ve dwindled away 
many a happy hour playing Shanghai 
while I should have been doing Very 
Important Magazine Work, and so I 
found Tendo equally entertaining — but 
then, that was probably because (a) my 
review copy was free and (b) it sure 
beat the hell out of doing the magazine 
accounts or something (but so does 
watching paint dry, so that’s not much 
of a recommendation). 

Basically, Tendo is the perfect game 
to play if you’re trying to idle away half- 
an-hour or so when the boss isn’t look- 


Tendo*^° 

ing. The problem is, the thought of actu¬ 
ally going out and buying something 
like this with a view to an evening’s 
enjoyment is preposterous. And having 
to pay nearly £30 in hard cash for it 
would be verging on the ridiculous! 

To be honest, this isn’t even a par¬ 
ticularly good version — I was playing it 
on a Pentium and the screen update 
was still pretty slow. More annoying 


still was the fact that some blocks 
which, according to the rules, should 
have been accessible, er, weren’t, for 
some reason. The score panel’s a pain 
as well — it just gets in the way. 

All in all, a fiver for this might be 
okay (but remember, I did say ‘might’), 
but at £30 it’s a right royal rip off. 
Forget it and save your cash for some¬ 
thing more worthwhile. 
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I'lcnice 


He who has the gold makes the rulesV’' 


machiavellian /, niaekie’velien/ adj. elaboralely 
dinning; scheming and iinscrnpnlons. {) (> 
machiavellianism n. [N. dei Mdchiaxxdli, l:)ased on 
the writings o( a 15lh century Florentine 
statesman and political commentator who 
advocated morally queslionahle methods in lh(‘ 
interest of the Slate] 
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a^;i=ri Pasts 


A strategy game 
based on the 
award winning 
Merchant Prince 


Kor PC CD-ROM 





















late. They’ve given us SimCity (plus a 
sequel and add-ons), SimAnt, 
SimFarm, SimLife, SimTower, A-Train, 
and even SimEarth. True, we haven’t 
had SimHamlet, SimCornerShop or 
SimPaintDrying, but they’re probably 
in development even now. 

So what has SimTown got to offer? 
The answer is nothing much, for adults 
who like the kind of challenge found in 
SimCity 2000. The fact is though, this 
game is specifically targeted at 'kids’, 
and is reviewed and rated as such. On a 
practical level this means that the finan¬ 
cial and planning challenges have been 
toned down, interaction with the Sims 
has been amplified, and you get lots of 
great terrain features, surreal buildings, 
and the chance to stick your nose into 
other people’s lives. 

Despite the switch in emphasis, the 
principles which lie behind all Maxis 
sims are found here, too. SimTown lets 
you create your own, personalised com¬ 
munity by laying the roads, deciding 
where to put the buildings, providing 
businesses and civic support, and cre¬ 
ating a green environment. There are 
three types of game to choose from: 
starting your own town from scratch, 
fixing an existing town’s problems 
(such as drought, crop shortages and 
pollution), or building on a starter lay¬ 
out, This last category gives you tem¬ 
plates based on roads, parks and cycle 


David Upchurch joins 
the Sims in SimTown, 
as Maxis launch their 
new range of software 
for *ver kidz*. 


(Right) The level of detail in SimTown is totally 
enchanting. Once you’ve got a decent-sized town 
up and running, it's entertaining just watching the 
little people going about their daily business. But 
can you keep them happy, that’s the question... 

(Below) SimTown lets you create your own charac¬ 
ters, decide what they like to do, then follow them 
around as your community develops. 
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(Above) The variety of buildings and the freedom to place them where you like are just part of SimTown’s 
charm. This freedom also reduces the difficulty of your decisions, but increases interaction with the Sims. 


(Above) Once you’ve got the basic town design sorted out, you can start adding lots of attractive ‘furniture’ 
— such as trees, bushes and so on — all of which help keep your Sims happy. 
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SimTown gives you three zoom modes. The clos¬ 
est lets you stick your nose into the Sims’ busi¬ 
ness. The medium view is useful for arranging 
buildings in a particular area. The far view gives 
you an overall picture of your town’s structure. 


SIMTOWN' 


Maxis/In-House 


(0171) 490 2333 


£ 34.99 Out N ow 

MINIMUM SPEC 


25MHz 486, SVGA, 4Mb RAM, CD-ROM 
drive, 4Mb hard disk space, Windows 
3.1 and mouse. 


ALSO SUPPORTS 


All Windows-compatible soundcards. 


THE GOOD... 

* It’s aimed at kids, so it’s not over¬ 
complicated. 

* As with all Sim games, the attention 
to detail is incredible. 

* The selection of buildings and ter¬ 
rain features is excellent. 


...AND THE BAD 

« Doesn’t really offer much challenge 
for grown-ups. 

« Large buffer occasionally makes 
controlling the game a bit awkward. 


SimRubbishville 


Welcome to Rubbishville, a town of tastelessly 
contrasting house styles, fun businesses, crazy 
restaurants and wacky topiary. The people are 
content, the sun is shining, the birds are chirping, 
and the town planners are tearing their hair out! 


Rubbishville Times 




Education Reform Needed 


gmTown Buzzing, Sims 

Working 






There are several ways to keep them happy. The 
first is by reading the local rag, which usually has 
a few words of sound planning advice. If 
Rubbishville needs more shops, houses, schools 
or greenery, you’ll read it here first. 


. ... 


The natural resources screen helps you deal with 
environmental concerns such as trees, water sup¬ 
ply, crop production, recycling initiatives and air 
pollution. Spend a few credits here and your Sims 
will show their gratitude. 
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lanes, and allows you put your houses 
where you like. 

As ever with Maxis sims, the main 
screen is simple. You get a panel of 
icons, some pull-down menus and a 
zoomable viewing window. The icons 
include a Terrain tool for placing roads, 
cycle paths, trees, grass, ponds and 
other special environmental decora¬ 
tions in your town. There’s a Bulldozer 
for erasing mistakes, an Investigate 
tool which lets you interact with your 
Sims and look inside their houses, but¬ 
tons which take you to an environmen¬ 
tal control centre or a newspaper (both 
useful for helping you create your 
town), and a character designer. 

The character designer sums up 
what SimTown is all about. It’s like hav¬ 
ing your own pet person walking 
around inside your PC, giving you a 
level of interaction with individuals that 
none of the previous Sims has. You can 
design a girl, boy, woman or man, give 
them a name, choose the colour of their 
shirt, decide what they like to do and 
eat, determine what they say when they 
are happy or sad, and look at their diary 
entries. Once they’ve been created, you 
can locate your character and find out 
what’s happening to them at any time. 

SimTown also has a wide variety of 
building designs. Because of the 
game’s target audience, you get a sur¬ 
real selection which should appeal to 
adults as much as children. There are 
four kinds: houses (including log cab¬ 
ins, adobe houses, mobile homes, 
haunted houses, castles and futuristic 
dwellings), business centres (such as 
pizza and ice cream parlours, a TV sta¬ 
tion and a toy factory), fun places (a 
video arcade, a bowling alley and a 
zoo), and community buildings (hospi¬ 
tals, police and fire stations). 

These don’t just look pretty on the 
outside. Using the Investigate tool, you 
can click on a house and literally take 
the roof off to discover what the people 
inside are doing. Click on something 
inside the house and you might get a 
plant to move or a window to open. The 
same goes for other kinds of building: 


...SimCity 2000, but much simpler. An 
update of the original SimCity with far 
superior graphics, sound and game- 
play, SimCity 2000 gives you an entire 
metropolis to run as you see fit. Just 
about everything is yours to control, 
from the infrastructure, through 
finances to futuristic community 
dwellings. A classic. 




click on a see-saw outside a school and 
it moves, hit the cursor over the statue 
of a dog and it barks, while clicking on a 
fountain and it flows with water. You 
can have plenty of fun simply trying to 
discover all the animations. 

Interacting with buildings is proba¬ 
bly SimTown’s most appealing feature, 
but you can also communicate with the 
local population. Click on someone rid¬ 
ing a bike and they’ll tell you how they 
feel, where they work and what their 
favourite things are. Apart from being 
interesting in itself, this provides info 
on how well you’re running the town. 

Life isn’t as easy as it sounds for the 
populace. There are characters known 
as eco-villains lurking around, who 
steal trees, eat crops, drink the water, 
produce lots of rubbish and pollute the 
air. In addition there are three major 
catastrophes waiting to happen: 
drought, earthquake and fire. 
Considering the depth of imagination 
that has gone into the rest of the game, 
these disasters are disappointingly lim¬ 
ited. It surely wouldn’t have been too 
much effort to throw in a monster ram¬ 
paging through the streets, an alien 
invasion, a tidal wave, or a swarm of 
killer African bees? 

Apart from keeping people happy, 
there are other incentives for creating a 
successful settlement. First, there are 
awards for Small Town of the Year, Best 
Town in the State, Best Town in the 
Nation and Best Town in the World. 
More important than this, as anyone 
who’s played SimCity 2000 knows, is 
the ability to save your towns and show 
them to your friends. If you’re a com¬ 
plete obsessive you can even print out 
the design, get it framed and invent sto¬ 
ries about the townsfolk. Or maybe not. 

I’ve only got a couple of minor 
gripes, both of them with the control 
system. For one, the cursor works with 
a sizeable buffer, which means that you 
can end up laying stretches of road or 
trees in places you never intended to. 
The other problem occurs when you 
think you’re clicking on a building but 
you get a character walking behind it 
instead. Both of these features can be 
very irritating. 

Against this, the presentation is very 
good. There’s excellent on-line help, 
with detailed hints and tips on every 
aspect of the game. There are also two 
difficulty levels to try, which basically 
affects the amount of damage your 
town suffers during to disasters and 
also the amount of cash you begin the 
game with. Above everything else 
though, the interface is helpfully and 
logically arranged. It’s uncluttered, 
unfusey and very easy to understand. 

One more thing. SimTown is for kids 
and the mark reflects that. If you’re old 
enough to handle and appreciate the 
subtleties of SimCity 2000 and you still 
want to try this, knock 10-15% off. It’s 
fun at first for adults, but ultimately it’s 
too easy to sustain any real long¬ 
term interest. 















































David Upchurch makes 
like a serious actor. 


starring alongside Ned 


awaited Loadstar 


ou know, all this 
interactive multime¬ 
dia films-as-games 
stuff seemed so very exciting as a 
concept. Just the thought of dispens¬ 
ing with blocky sprites in favour of 
real, live Hollywood Stars was almost 
too much for us fragile industry 
observers to bear. 

But now that the concept is a a real¬ 
ity, there’s something not quite right. 
The thing is, you can’t help but be a bit 
disappointed when an actor (or actress, 
we’re not sexist here, girls) you like 
appears in a game, thinking “Blimey, 
things must be tough for them, what a 



comedown, how the mighty have fallen, 
etc, etc”. Let’s be honest, no matter 
how good his performance was, we all 
knew Mark Hamill was desperate for 
work as soon as Wing Commander 3 
was released. 

Since then Dennis Hopper, Tia 
Carrere and even Kelly from DiPrent 
Strokes have graced Full-Motion Video 
adventures, and in the process have 
disgraced themselves. Now it’s time for 
silver-screen veteran Ned Beatty — 
NED FLIPPIN’ BEATTY - to join their 
ranks, thanks to the much-vaunted 
development team. Rocket Science. 

Loadstar is Rocket Science’s first 
release for the PC, although it’s been 
around on the consoles for a few 
months already. It tells the story of 


Tully Bodine who, far from being a char¬ 
acter in Home And Away as his name 
suggests, is in fact an interplanetary 
cargo trucker. 

But Tully has a big problem, other 
than the obvious glitch in his acting 
career. While on a refreshing lunar 
break to Titan (that’s one of Jupiter’s 
moons, space-dweebs), Tully has 
picked up an illegal cargo of banned 
livestock — veal, no doubt — and as a 
result he’s being the chased by the 
space sheriff, played by Beatty himself. 

After the initial showdown in the 
space cafeteria at the start of the game, 
Tully decides it might be a good idea to 
avoid any trouble by finding the space 
launch pad and smuggling the animals 
off-world. But rather than keeping a 


low-profile and sneaking through the 
police blockades, he instead arms his 
lasers and prepares to blast his way 
out. Hasn’t he heard of stealth? 

When the game begins, we join Tully 
inside his cargo truck, which is in fact 
more like a train. The vehicle runs along 
rails that form a vast network stretching 
right across the surface of the moon, so 
your first priorty is to guide Tully to the 
end of each of the four levels. 

This isn’t quite as easy as it sounds, 
as the rail network branches off in dif¬ 
ferent directions and only way of reach¬ 
ing your goal is to keep a watchful eye 
on the compass at the top of the screen. 
This always points towards your desti¬ 
nation, forewarning you which way to 
turn at the next junction. 


























...LucasArts’ Rebel Assault. Well, sort 
of, anyway. Again it’s a simple shoot- 
’em-up that drags the player around a 
pre-set flight path, and like Loadstar 
you have a little control as to which 
direction you turn next. Unfortunately 
Loadstar isn’t quite as varied though. 



Loaded! 


As TuUy speeds down the rails with his cargo of 
illegal contraband, the police will literally stop 
at nothing to prevent him from reaching the 
space port, initially attacking with patrol craft 
and automated police robots, they eventually 
bring out the big boys - huge military skimmers 
armed to the teeth with pulse cannons and 
high-explosive rockets! 



You steer your cargo ship with the 
cursors key, while the Loadstar’s can¬ 
non is aimed and fired using the mouse. 
Engaging the enemy isn’t particiuarly 
difficult as most can only sustain a sin¬ 
gle hit before exploding. Watch out for 
their return fire though, and activate the 
Loadstar’s temporary shields if the 
going gets a bit too tough. 

However, as easy as the combat may 
be, it’s made a damn sight harder by the 
fact that you have to concentrate both 
on the track ahead as well as the incom¬ 
ing laser blasts. The rails are littered 
with debris that must be avoided, as 
must huge transport trucks that slowly 
cruise along. Unless you sound your 
horn you’ll plough straight into the 
back of a HGV! 

What’s worse, to turn a corner you 
have to hit the cursor keys with plenty 
of time to spare, so as well as looking 
out for enemy ships, road accidents and 
the navigation compass, you must 
watch out for branches in the track. 

Every so often your on-board com¬ 
puter warns of another vehicle speed¬ 
ing towards you. It’s generally advis¬ 
able, as you may have noticed whilst 
crossing roads yourself, to get out of 
the way before you’re crunched like a 
gnat, by turning off at the last minute. 

Now all this might be enough to 
induce a bad case of road-rage in 
Captain Prozac himself, but it certainly 
pays not to lose your rag too often. 
Shooting down the pesky rival truckers 
and road hogs is fair game, but should 
you shoot down one of the police ships 
(who don’t mind shooting at you), the 
next wave of the buggers will be bigger 
and more accurate than before! This 
means you have to adopt a strange 
Taoist attitude of non-aggression, 
defending against the heathen lasers of 
your oppressors with your righteous 
space shield whilst stemming your own 
rising bilious wrath. 

And — boy! — is there plenty of 
that. It’s quite sad, really, because 
Rocket Science have done everything 
right up to the point of the gameplay. 
The plot and script are both pretty solid, 
the acting is amazingly good (for an 
FMV comptuer game, at least) and the 
actual concept of the game is reason¬ 
ably innovative. 

But at the end of the day Loadstar is 
just an extremely linear point-’n’-shoot 
blaster. The clumsy control interface 
means you can’t just sit back and enjoy 
blasting things, and the total lack of 
variation in the courses makes it incred¬ 
ibly tricky to know where you are, let 
alone where you’re going. 

Loadstar isn’t completely terrible 
though — at the very least it’s challeng¬ 
ing — but unfortuntely the PC has much 
better games along these lines to offer. 
In all, it’s a real disappointment, espe¬ 
cially since Loadstar is from a team so 
obviously experienced and talented as 
Rocket Science. Let’s just hope their 
next batch of games lives up to 
their potential. 



Sad burned-out 80s’ Acid House fans will doubtless be rushing to get hold of Loadstar, as it features their 
favourite little pal, a smiley face (like the one from The Watchmen, but without the blood). But this is no 
ordinary hedonistic icon. This one is, in fact, your computer pal, who offers advice at pertinent moments 
during the game. Generally it’s something useful like ‘Aieeeeel’, but he’s very good at warning you of 
oncoming threats. Shame about his irritating whiny voice, though. 



(Above) When the going get tough, don’t get going, 
raise your shields! 

(Below) Keep an watchful eye on the compass at 
the top of the screen, otherwise you’ll never reach 
the space port. 





THE GOOD... 

• Features a top cast, including the 
ever-more-portly Ned Beatty. 

* Great atmosphere adds a bit of ten¬ 
sion and excitement. 

...AND THE BAD 
« The controls are extremely irksome. 
« Deceptively limited gameplay. 









































David Upchurch 
indulges in shady 
shenanegans with the 
shadiest of them all, 
Machiavelli. 


ack in the 15 th 
Century there was 
one man you proba¬ 
bly wouldn’t have trusted as far as you 
could chuck his dead body, and he was 
Niccolo Machiavelli. Now, thanks to 
MicroProse, you can relive the glories 
of old Nick in the Middle Ages, and 
make sure it’s not your dead body 
they’ll be chucking. 

Politics and intrigue is where it’s all 
at in this unassuming little game. The 
aim is to trade your way from a humble 
merchant (just how humble depends on 
the difficulty level you decide to start 
at) to a stinkingly rich potentate around 
Venice. The more money you have, the 
more bribes you can authorise, the 
more arsonists you can hire and, yes, 
the more assassins you can pay for. 

By knocking off your rivals, who are 
busy trying to do the same to you, you 
increase in power and get to positions 
of importance (such as politician or 
Pope), which you can then abuse to 
your own ends (so nothing much has 
changed in the last 400 years). 

All of the underhand stuff depends 
on having the necessary readies at your 
disposal, though, so a good business 
head on your shoulders is essential, 
especially in the opening stages of the 
game. Send your ships and caravans 
abroad to trade for goods that are worth 
more in other towns, and then sell them 
for a whopping great profit. Set up reg¬ 
ular trade routes and watch the money 
roll in. It’s a bit like Elite in that respect, 
without the space combat parts. 

Now I’ve gone and done it. The first 
comparision. Okay, let’s get this out of 
the way now. Machiavelli isn’t an origi¬ 
nal game. Not in the slightest. Not by a 
long chalk, just look at the screen shots 
and see if you can spot the similarity. 
Yes, it’s a Colonization clone, and the 
gameplay is remarkably similar. 

The political side is a new addition, 
and there’s less fighting it out with 
enemy forces, but the basic principle, 
the maps and the whole feel is exactly 
the same. Compared with Master Of 
Magic it’s also very similar. Compared 
with The Patrician the plot similarity 
between the two are striking. You get 
the list? Originality is not a factor here. 

Put that aside for a moment, and 
let’s talk about Machiavelli on its own 
grounds. Graphically we’re talking 
SVGA with some nice screens, and the 
map icons aren’t half bad either — in 





fact, the over-elaborate, semi-illegible 
text is about the only blemish here. As 
for sound, er, well, it would probably 
have been better if there hadn’t been 
any, rather than the annoying musak 
that rumbles out incessantly. 

Which leaves us gamesplay to con¬ 
sider, and this is where we get to major 
brownie-point time. Machiavelli doesn’t 
half play well. You can tailor the diffi¬ 
culty level to suit your wishes and guar¬ 
antee a good game each time, while a 
random map option means you should 
always have a fresh challenge. The arti¬ 
ficial intelligence of the computer 
traders is excellent, and the multi-play¬ 
er options (on one PC or via e-mail) are 
a welcome addition. 

Some good plus points then, and if 
you enjoyed any of the other similar 
games I’ve mentioned then a look at 
Machiavelli is definitely in order. You’ll 
just have to accept that you’re getting 
more of the same rather than anything 
new. It’s a cautious recommendation, 
but the best I can offer under the 
circumstances. 



(Above) Fire at will! Machiavelli allows you to do 
all manner of nastiness to your rivals. 


Machiavelli The Prince 


MicroProse/Holistic Design 
(01454)326523 
£39.99 Out Now 

MINIMUM SPEC 


25MHz 386, SVGA, 4Mb RAM, 8Mb of 
hard disk space and mouse. 


ALSO SUPPORTS 


Sound Blaster soundcard. 


THE GOOD... 

* You can assassinate people. 

* You can burn their houses down. 

* You can even slander them to your 
heart’s content. 


...AND THE BAD 

« You don’t get to witness any of the 
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(Above) The quality of artwork in Machiavelli is exceptional. Sadly, however, it’s let down by the strange 


assassinations, arsons or slanderings 


font used for the text — it’s barely readable, to be honest. 


for yourself. 





























































Combat The Military Threat to World Order 
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As much as Alex 


Simmons likes Virtual 


Pool, he’s hoping that 


Interplay’s next game 


will be Virtual Lager. 


Finger’s crossed, eh? 


THE GOOD... 

• The detailed SVGA graphics are 
incredible. 

• Innovative control system is 
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balls around, using the mouse to ‘pull’ 
the cue back and ‘stroke’ the cue ball. 
In the words of Davis himself, “the 
whole thing is frighteningly realistic.” 
As much as it pains me to admit it, the 
man’s right. 

The level of control, enabling you to 
swivel the table and zoom quickly and 
effortlessly, brings an added dimension 
to computer pool, one which is difficult 
to appreciate without actually playing 
it. Running the thing on a Pentium in 
SVGA is scarily accurate, adding not 
only shadows and numbers to the balls, 
but also a complete background bar 
scene complete with cue rack, stools 
and light switches. If you haven’t got a 
monster machine though, a 486 will do 
nicely, thanks-very-much. However, the 
slower the machine, the longer you 
have to hang around for the computer 
to make its move. 

Like the best chess programs, the 
higher levels of opponent — that’s 
‘Bram Stroker’ or ‘Rail McCoy’ rather 
than the equally-arsely named ‘Mrs 
Often’ (work it out) — offer more of a 
challenge, but even on a 486 they can 


be painfully slow. What’s more. 
Interplay recommends a 386 minimum! 
Take it from me, if you’ve got a 386, you 
don’t want to play this! 

Crisp sound effects complement the 
action nicely, with the notable excep¬ 
tion of a crowd. Of course, you could 
argue that in a bar there would be no 
crowd but then where does the hideous 
Chas ‘n’ Dave-esque music come from? 

To complete the package the rest of 
the CD is crammed packed with multi- 
media offerings, from Pool and trick- 
shot tutorials by a fat man known as 
‘Machine Gun’ Lou Butera (laughable, 
until you see some trick shots and 
realise this guy knows what he’s talking 
about), to a lengthy tale called The 
History of Pool, which takes you 
through a humorous Monty Python- 
style animated...erm. History of Pool. 
Oh, there’s also an on-line help service 
for the game, with some bloke’s voice 
taking you through the various controls 
and menus. 

The best thing about Virtual Pool, 
though, is the game itself. All sorts of 
pool games have come and gone, with 
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(Above) Hit ‘O’ and the view switches to an over¬ 
head camera, letting you judge angles and dis¬ 
tances accurately and quickly. If you’re anything 
like me though, you’ll still miss the shot! 

(Left) To help you aim your shot, especially long¬ 
distance ones, there’s a function called tracking. 
Like a bunch of atoms in a chain reaction diagram, 
this applies a line to the path of each ball, indicat¬ 
ing just where the balls will go even before you 
touch the cue ball. This is affected, to some degree, 
by spin and power, but it’s a good approximation. 


Archer MacLean ruling the blue baize 
for the last few years. But now there’s a 
new Paul Newman for Archer’s 
Minnesota Fats, and it’s simply blind¬ 
ing. Even better, it’s a damn sight 
cheaper than a Steve Davis 
‘endorsed’ Snooker table. 




VIRTUAL POOL 


Interplay/Celeris 


(01235) 821666 


£44.99 Out Now 

MINIMUM SPEC 


33MHz 386, VGA, 2Mb RAM, CD-ROM 
drive, 2Mb of hard disk space and 


SVGA; All popular soundcards. 


remember, years 
ago, reading an 
Argos catalogue and 
noting with interest that the snooker 
table that I wanted ( 4 ft by 3 ft) was 
‘endorsed’ by Steve Davis, in the illus¬ 
tration the tiny table was overshad¬ 
owed by the fearsome Davis, the then 
World Snooker Champion, holding a 
ridiculously small cue and wearing a 
smile, of sorts. The sort, in fact, you 
hold for that special Christmas 
moment when you’re expecting a mini 
Snooker table, but opening the special 
wrapping reveals two monogrammed 
hankies and a Slade LP. 

Virtual Pool, too, is endorsed by 
‘laughing boy’ Steve Davis, probably 
the only man with a low enough level of 
charisma to make Damon Hill appear 
interesting. To shed his rather... well, 
dull image, it seems that Davis has 
turned to a more ‘hip’ activity. Nine-ball 
Pool, with some success, too. Having 
reached the finals of the European 
Nine-ball Masters, he feels qualified to 
add his weighty monicker to Interplay’s 
computer hustler. 

Unlike his previous attempt at rec¬ 
ommendation, Virtual Pool is a worthy 
steed. Continuing from where Archer 
MacLean’s Pool left off some years ago, 
it brings a model of a full-sized pool 
table to your PC, and using a nifty con¬ 
trol system enables you to knock a few 



Pushing the left mouse button enables the zoom 
mode, allowing you to magnify the balls to full 
screen size — or, indeed, go right through them to 
the underside of the table! just like real life, if 
you’ve drunk enough lager. 



Every kind of draw and follow (that’s backspin and 
topspin to you and me, folks) can be put on the 
ball, along with something called ‘English’ — 
apparently, the universal Pool term for sidespin. So 
why don’t they just call it ‘sidespin’, then? 



The default angle of the cue from the table is 1 
degree, which is roughly the norm when playing 
real pool. For applying swerve... sorry, ‘English fol¬ 
low’ to shots, the butt of the cue can be raised 
much higher. 


extremely simple to use. 

• Includes a wide range of options and 
opponent's. 

• The bonus History of Pool package 
is a nice touch. 

...AND THE BAD 


% 386 minimum? Surely not. 

• Uses too many keyboard keys. 








































Three years on from 


the first Perfect 


General, the sequel is 


here at last. Alex 


Simmons got tanked 


up and went to war. 


Even so, like the majority of most 
other wargames, Perfect General 2 
won’t give you instant gratification. If 
you haven’t tried one before, you’ll 
need to put in a lot of work to under¬ 
stand the first principles and you have 
to get your head around the idea that 
the strategy is far more important than 
the way the game looks. If you can do 
that, and if you’re looking to discover 
what wargames are all about, 
this is a great place to start. 


PERFECT GENERAL IT 


Mirage/QQP 
(01260)299909 
£44.99 Out Now 

MINIMUM SPEC 


25MHz 386, SVGA, 4Mb RAM, CD-ROM 
drive, 10Mb hard disk space and 


Sound Blaster soundcards. 


THE GOOD... 

* Stacked full of options. 

* Cram packed with good action sound 
effects. 

* Loads of scenarios rectify the main 
fault of the original. 


...AND THE BAD 
« Battlefield graphics are a tad func¬ 
tional. 

• In-game presentation could be more 
interesting. 


There are over eighty individual scenarios and four full historical campaigns, each with its own map loving¬ 
ly reproduced on screen and in a separate booklet. 


An animated introduction sequence is unusual for 
any wargame, but PG2 boasts one. 


are almost 100 missions in all, including 
over 80 individual scenarios and four 
major campaigns. This tramples all 
over the original’s measly 13 battle¬ 
fields and compares extremely well to 
PG2 ’s rivals. The scenarios are divided 
into 16 groups, ranging from randomly- 
generated terrain, through historical 
encounters, short battles, islands, 
table-top conversions and the four cam¬ 
paigns: Battle of the Bulge, The Kursk 
Campaign, Eclipse of the Sun and 
Desert Fox. 

Long-term playability is enhanced 
further due to the wide range of 
options. Five difficulty levels, modem 
play, attacker/defender choice, envi¬ 
ronmental effects and variable game 
lengths are just some of them, but 
believe me, there are many more. Also, 
anyone who’s played the original game 
will find plenty of new units added to 
the usual range of infantry forces and 
basic hardware, including anything 
from Elephant Tanks, mobile machine 
guns, tactical air support and even 
machine guns nests. 

What makes PG2 better than most 
games of its type is the variety it offers 
in terrain design, battlefield views, 
options, units and scenarios. It has 
some minor drawbacks such as plain 
but functional graphics and presenta¬ 
tion, but there are high points even 
here, including score history screens, 
an admirably laconic manual, two 
books of maps and an imminent sce¬ 
nario editor. In short, there’s an awful 
lot for fans of the genre to enjoy. 


The board game ancestors of this genre still haunt 
its PC implementation. These functional (if cute) 
graphics won't excite many. 


But don’t turn the page just yet, 
because PG2 has more to offer. To 
begin with, it has live action video 
sequences of generals offering strate¬ 
gic advice. Not only are these snippets 
useful, they also create the kind of 
atmosphere and involvement that is 
usually lacking in this kind of game. The 
battle field sound effects are pretty 
good too, with lots of rumbling tanks, 
shuffling foot soldiers and realistic gun¬ 
fire. Cosmetic effects aren’t the first 
concern of wargame die-hards, but they 
might persuade everyone else to give 
the genre a try. 

The good news for wargamers and 
for everyone else is PG2’s depth. There 


The battle exchanges are relatively exciting, with 
good sound effects and the satisfaction of knowing 
you’ve made the right moves. 


t used to be true that 
wargames were dull, 
nerdy, badly present¬ 
ed products which were far too 
complex for anyone of average IQ to 
enjoy. They had about as much appeal 
for arcade games players as being 
violently beaten about the head with a 
large stick. Possibly less. Perfect 
General II (PG 2 ) doesn’t exactly break 
the mould with stunning graphics, 
amazing sound effects, spectacular 
fireworks and free flak jackets in every 
pack, but it’s a heck of a lot more 
appealing than most. 

Like nearly all war games, it’s 
played using icons which represent 
military units under the commander’s 
control. These units are shifted around 
a patchwork grid of hexagons which 
make up the field of battle (this is why 
features such as rivers, roads, hills and 
so on look unnaturally angular). Each 
game lasts for a predetermined number 
of rounds, and points are scored in line 
with the mission objectives. 



































































Your spaceship follows a pre-determined flight path while alien enemies attack from every angle. Although 
it may look a damn sight better than Operation Wolf, it’s stilt a case of simply pointing and shooting. 



et’s play a little 
guessing game. I’m 
going to give you a 
brief description of Chaos Control, 
then I want you to try and think what 
score I’m going to give it, okay? Ah-ah, 
no peeking at the final score! Right, 
here goes. Chaos Control is a shoot- 
’em-up in which you fly along pre¬ 
rendered flight paths, blasting aliens. 
The level of interaction is minimal — 
all you have to do is aim the cursor 
and fire. So have you any guesses so 
far? If so, skip to the score panel now. 
If not, continue to the next paragraph. 

The game is divided into three clear 
stages, the first being set over the 
streets of New York. As you’ve prob¬ 
ably already guessed, the aliens ^ 
have invaded and are currently 
wreaking havoc both in the —.. 
skies and down on the ground, f 
You, as part of some crack 
interplanetary defence force, \ 
have been drafted in to get rid of '• J 
the thieving extra-terrestrial gits * ^ 
and restore peace once and 
for all. It’s hardly awe¬ 
inspiring stuff, 
and to be 
brutally hon¬ 
est it’s about 
as original as 
a copy of Pulp 


Here we see the world famous Statue of Liberty in 
alt her featureless, plain polygon glory. 

.. Fiction bought from some dodgy 
_r^. geezer down the market. So 
have you any guesses yet? 
_.i No? Okay, read on... 

!J The enemy appear in 
^ many shapes and size, from 
Power Ranger-type robots to 
insectoid spaceships that zip 
through the streets of the Big 
Apple. Armed only with a for- 
ward-firing laser, most 
aliens can be 
eliminated 
with just a 
single hit, 
but mind you 
don’t fire too 
rapidly oth¬ 
erwise the 


gun will overheat, rendering it useless 
for a few seconds. Therefore firing in 
controlled bursts is advisable, but not 
always effective. Why? Because the 
bloody enemy moves so fast it’s often 
impossible to hit them, even if you 
know which directions they spring from! 
To say this game is unfair and annoying 
is an understatement, I can tell you. 

By now you’re probably thinking I’m 
ready to give my verdict. Almost, but 
not quite. First let me tell you about the 
other stages in the game. The second 
takes place inside a virtual world, 
skimming across a printed circuit 
board complete with chips, 
diodes and resistors. The reason 
for this is because your main 
computer has been infected by 


a virus and the only way to kill it is to 
actually get in there yourself and wipe it 
out. Taking this into account I supposes 
Chaos Control scores a few extra points 
for originality here, but as for the game- 
play, it’s still the same as Level One I’m 
afraid — extremely limited. 

The third stage is the 
final battle with the 
jr Kesh Rhan alien fleet 

in orbit around the 
Earth. Engaging the 






The first level stretches across the rotten core of the Big Apple. Fly 


A virus has infected your computer so slip on your Cyber headset and Prepare for the final attack on the Kesh Rhan fleet, currently in orbit 


around the Statue Of Liberty before diving down along the streets. 


zip through the bug-infested circuit board. Visually this stage looks 


around Earth. More of the same enemies attack, in pretty much the 


then gasp in awe as the plain polygon buildings whisk past. 


pretty good but it’s a dog to play, just like the rest of the game really. same attack patterns, but the graphics are different. Yawn... 



























Mighty Morphin* Alien Fellas 



The virus that has infected your main computer is a 


Geez, those Mighty Morphin’ Power Ranger gets This tentacled monster errupts from the central 


everywhere! What out for the geeza’s sword and processors in the virtual second stage. Dodge the weird mushroom/egg/spider mutant. Wipe it out 


shoot past his protective shield. 


claws and aim for its body. 


by blasting the pods in the middle. 



He’s back and this time he’s bigger! The Power 


Ranger returns for another kick-ass conflict but, as 


before, he’s easily defeated. 



Watch out for the mine, stupid! 



The smoke on the left is the remains of a defeated 


opponent - annoying, huh? 


short range fighters before flying in low 
over the mother-ship, eventually you’ll 
dive down into a series of trenches 
where... get this... you actually get to 
choose where to go next! Yup, in a flash 
of inspiration it seems that the develop¬ 
ers decided to add a sprinkling of game- 



...Well, I’m going to say Rebel Assault, 
even though LucasArts CD-ROM epic is 
a vastly superior game. Like Chaos 
Control it’s a pretty simple shoot-’em- 
up in which the player follows pre-ren- 
dered flight paths and simply aims the 
cursor and fires. Operation Wolf-style. 
Compared to Infogrames unplayable 
blaster though. Rebel Assault is stag¬ 
geringly brilliant, the gorgeous FMV 
and stunning cutscenes blowing Chaos 
Control’s dull graphics out of the 
water. It’s not the most playable game 
around but it’s a damn sight better 
than Infogrames’ turkey. 




play. Not much though, as you only 
select forwards, left or right before the 
automatic pilot kicks in once again. 

Although the three levels may look 
different from one another they are vir¬ 
tually identical in every other aspect. 
The enemies encountered on the first 
level return for both the other two, with 
only a couple of new faces to eliminate. 
The levels are equally frustrating to 
play, too. 

Like you, the enemy follow a pre-set 
attack pattern, and while this isn’t a 
problem in most other games, it’s 
extremely annoying in Chaos Control. 
The reason for this is that they don’t 
disappear after they’ve been destroyed. 
Instead they continue to fly along, 
albeit on fire. Okay, so they don’t return 
fire or hurt you in any way, but they do 
clutter the screen and make it difficult 
to aim at the next set of targets. 

What this essentially means is that 
while you’re staring at the monitor, try¬ 
ing to peer through the haze 
and debris, the enemy is fir¬ 
ing like crazy, sapping away 
at your shield. With these sort 
of odds stacked against you, 
the chances of survival are 
slim on even the 
easiest difficulty 
setting. Still, the 
automatic save 
game facility 
makes it a little 
less challenging. 

The chances 
are you’re proba¬ 
bly thinking Chaos 


Control should score very poorly 
indeed, but let me just describe the 
game’s presentation — it may change 
your mind about the game (then again, 
it might not). On the whole it’s not too 
bad — the graphics move quickly and 
swiftly, with very little* slow-down or 
jerkiness considering the game runs 
directly from CD. The background 
graphics look a little simplistic as 
they’re plain polygons rather than tex¬ 
ture-mapped shapes, although this 
doesn’t really matter too much when 
the game is moving at full speed. The 
cutscenes are also neat, mixing a load 
of Manga-style characters with the 
usual assortment of rendered space¬ 
ships and backgrounds. 

As for the sound, it’s not particularly 
offensive apart from the voice of your 
ship’s computer, which relentlessly 
states the bloody obvious, telling you 
to ‘fire’ when enemies are approaching. 
Mind you, this is nothing the volume 
switch won’t rectify. 

Still, the graphics are 
nowhere near good enough to 
compensate for the flimsy 
gameplay. Like Chaos Control, 
Rebel Assault is a pre-rendered 
shoot-’em-up in much 
the same vein, but at 
least it had some sort 
of variety and was 
extremely good look¬ 
ing. Chaos Control 
has nothing like that, 
or least nothing that 
warrants its hefty £40 
price tag. 


Rage in the machine! The aliens have infected your computer with a virus, leaving you no other option but 
to get in there yourself and wipe ‘em out. Anybody fancy some chips? 



i*. M ■■ M M M an M M ^ '-'t- 


The final battle above the Earth is no push-over as 
the aliens attack in swarms. 


So now we come to the verdict. Have 
you got your scores ready? Having 
thought long and hard about the game, 
taking into account Chaos Control has 
very little gameplay, it looks particular¬ 
ly average and there are only three 
stages. I’m going to give it a meagre 
42%. Harsh I know, but justified 
as I’m sure you’ll agree. 

































review 


Alex Simmons really 
loathes heavy metal 
— maybe that’s why 
he hated Domark’s 
shoddy tank game. 






ar is all about guns, 
explosions and blow- 
ing things up, so it 
should be fun, right? I think so, 
although I’m sure countless ‘moral 
guardian’ fuddy-duddies will beg to 
differ. They obviously haven’t played 
Doom, because it’s the most fun you 
can have with your flak jacket on. Tank 
Commander looks fun too, in a ‘nuke 
everything’ kinda way. I mean, a 
BattleZone for the 90 s with smart 
texture-mapped graphics and FMV 
cutscenes - surely it can’t fail, can it? 

Well, yes, it can - and it has. What 
promised to be a fast-paced blast is in 
actuality a slow and clumsy turkey, with 
awkward gameplay and graphics that 
are simplistic and bugged to, erm, bug¬ 
gery, if you’ll excuse the terminology. 

You see. Tank Commander is a bit of 


a misfit. On the one hand it tries to be a 
simulation, desperately trying to recre¬ 
ate the tension of tank warfare. On the 
other hand it’s just a shoot-’em-up - and 
not a very good one at that. The reason 
for this is simple: it just isn’t enjoyable 
to play. Shoot-’em-ups should be excit¬ 
ing, packed with enemies, variation and 
stunning presentation. While Tank 
Commander has its fair share of ene¬ 
mies and variety, presentation and 
excitement are sparse to say the least. 

Controlling anything from one to 
four Challenger battle tanks, the aim of 
the 40-odd missions is simple - elimi¬ 
nate the enemy to open the exit that 
leads to the next stage. The separate 
missions are linked to form seven sce¬ 
narios, ranging from desert strikes to 
urban assault to night raids, and 
although the terrain and targets may 
change, the ‘all-out attack’ objectives 
remain throughout, with not so much as 
a recon mission to try. 



Geez! Take cover! Peering through the gunner's port you spot a massive enemy tank and it’s heading right 
for you! Load up the main cannon, aim and let *er rip! 


The tank can be driven manually or 
automatically by assigning waypoints 
on the in-game map. This leaves you 
free to man the guns, of which the 
Challenger has absolutely loads. In 
addition to the bog-standard high-cali- 
bre cannon and weedy machines guns, 
the tank has armour-piercing rounds 
(handy), air-to-air missiles (useful), a 
flame-thrower (not so good), and a 
mine destroyer (useless). Each is more 
effective against specific targets, so 
while the machine gun will rip through 
foot troops, it’s fairly useless against 
armoured vehicles. 

Having said that, the enemy sol¬ 
diers, equipped with little more than 
rapid-firing pea-shooters, have a dis¬ 
turbing habit of quickly chipping away 
at your armour, reducing your tank to a 
smoking wreck within a few seconds. 
This isn’t the only unrealistic aspect of 
the game. Take the minefields, for 
example. The mines are clearly visible, 
spread evenly across the ground and 
are so far apart it’s possible to drive 
right through the middle of them with¬ 
out sustaining any damage whatsoever! 

Tank Commander does have a few 
redeeming features, though. The net¬ 
work option is a welcome addition, and 
while the graphics aren’t particularly 
stunning (in this day and age of texture- 
mapped objects, the bland polygon 
tanks look particularly dated), they’re 
not abysmal by any means. The sound 
is okay too, if a little sparse, comprising 
of not much more than a handful of 
sound effects and digitised speech. 

The slack presentation is simply the 
icing on the proverbial cake, and while 
the seven varying campaigns may hold 
some interest for would-be General 
Pattons, even ardent tank nuts will be 
hard pushed to get more than a couple 
hours of enjoyment from this 
tank bustin’ turkey. 



No, don’t shoot. It’s one of your tanks! Tell you what, aim for the little guy on 
the right, he won’t know what’s hit him! 


Somebody sack the navigator! Having taken a wrong turning at the last junc¬ 
tion, the driver ends up ditching the tank in a nearby swamp. 




With my tank it’s easier to park in the town centre 
and I don’t worry about traffic wardens anymore! 



!t’s amazing what you can do with a lick of paint. 
Within seconds the tank disappears. Good, eh? 
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1830 Railroad & Robber Barons 

7th Guest / Dune. 

11th Hour. 

1942 Pacific Air War. 

A-Train & Construction Kit. 

A320 Airbus Europa. 

Absolute Zero. 

Aces Over Europe. 

Aces Of The Deep. 

Across The Rhine. 

AD&D Action Trilogy. 

AD&D TRIPLE TRILOGY. 

Advantage Tennis. 

Aegis Guardian Of The Fleet... 

Air Bucks 1,2. 

Air Havoc Controller. 

Aladdin .. 


■— 29.99 
.32.99 

29.99 29.99 

14.99 . 

22.99 22.99 
-26.99 

14.99 . 

27.99 27.99 

27.99 . 

17.99 - 

.29.99 

.27.99 

-32.99 

12.99 . 

-22.99 

22.99 


Alex Dampier’s Pro Hockey '95.. 26.99 26.99 


Alice in Wonderland.. 
Alien Legacy.. 

Alien Logic 


19.99 
26.99 26,99 
.29.99 

Alien Olympics. 17.99 19,99 Harrier Jump Jet 

Al Unser Junior’s Arcade Racing.. 19.99 ~ 


Flight Light Plus.24.99 2 

Football Glory.22.99 2 

Formula One Grand Prix .12.99 ' 

Fortress of Dr Radiaki.26.99 \ 

Front Lines.26.99 2 

Full Throttle. —3 

Gingerbread Man. 2 

GolffDomark). 2 

Graham Gooch Cricket.22.99 2 

G Gooch - 94/95 Data Disk. 8.99 

G Gooch - Battle for the Ashes 8.99 

Great Naval Battles 3. .I 

Gremlin Triple Compilation. .1 

Gunship 2000.12.99 1 

Hammer of the Gods. 2 

Hardball 4.26.99 2 

Harpoon 1.12.99 

Harpoon 2 v2.0.29.99 

Harpoon 2 Cold War Battleset. 15.99 
Harpoon 2 W Pacific Battleset. 15.99 


Amazon Queen.. 

Another World. 

APACHE LONGBOW. 

Arcade Pool. 

Archer Macleans Pool. 

Armored Fist. 

ATP... 

ATPv5.0. 

ATP + East & West USA.. 
ATP 3D Adv Graphic Sy: 


.22.99 - 

.12.99 . 

. .27.99 

. 12.99 13.99 
) 13.9 


25.99 27.99 

22.99 . 

29.99 29.99 
.56.99 

: System ...27.99 . 

ATP Canada • Montreal or Toronto.. 19.99 19.99 

ATP Great Britain or California 24.99 . 

ATP E or W USA Scenery EGA 29.99 

ATP E or W USA Scenery Vr *- 

ATP Japan or Hawaiian See 


/VGA 34.99 34.99 Infei 


ATP New Facilities Locator 
ATP Western European Tour. 

B17 Flying Fortress. 

Baldie. 

Battle Bugs. 

Battledrome - Metal Tech. 

Battle Isle 2. 

Battle Isle 2 Titans Legacy. 

BC Racers. 

Beat the House. 

Beneath A Steel Sky. 

Bioforge. 

Bitmap Con- 
Blackhawk.. 

Blind Date. 

Blondes Have More Fun. 

Bloodnet. 

Bloodstone. 

Body Slam Wrestling. 

Bravo Romeo Della. 

Breach 3. 

Bridge Champion - 0 Sharif.. 

Brutal. 

Bureau 13. 

Burning Rubber. 

Burntime. 

Cadillacs & Dinosaurs. 

Caesar Deluxe. 

Campaign 2. 

CANNON FODDER. 

Cannon Fodder 2. 

Cartoon Carnival. . 

Car & Driver.12.99 

Celebrity Poker.26.99 

Central Intelligence. . 

Champ Manager Compendium.. 19.99 
Champ Manager End of Season 11.99 

Champ Manager Italia 95.19.99 

Champions of Sport.13.99 

CHAOS CONTROL . 

Chaos Engine.19.99 

Chessmaster 4000 (Win).22.99 

CIVIL WAR 

Civilisation DOS or Windows 26. 
Civilisation/Railroad Tycoon. 

icColl-Delphine. 

Classic Coll - Lucas Arts. 

Club Football • The Manager 

Colossus Compilation. 

Colonisation. 

Combat Air Patrol. 

Combat Classics 3. 

Command and Conquer. 

Complete Chess System 2.... 
Conspiracy Overkill. 


..26.99 
..26.99 
..26.99 
..26.99 
.. 19.99 
.. 19.99 

!! 12.99 
.. 12.99 
.. 12.99 
.. 22.99 


,. 19.99 
.. 19.99 
.. 22.99 
.. 12.99 
,.29.99 
.26.99 
.22.99 

. . 

. 26.99 


Creature Shock. 

Cyber Judas. 

Cyberia. 

Darker. 

Day Of The Tentacle. 

Day Of Tent/Indy/San 
Daedelus Encounter. 

Damnesia. 

Damocles. 

DARK FORCES. 

Dark Seed. 

Dark Seed 2. 

DAUGHTER OF SERPANTS 

Dawn Patrol. 

Deathgate. 


Descent. 

Desert Strike. 

Detroit. 

Digital Love. 

DISeWORLD 

Doom Add - 6ns. 

Doom Addons (Wolfdoom etc) 
Doom D/Disk 1 or 2 or 3 or 4 . 

Doom Editor Pack. 

Doom Hint Book. 

Doom Utilities + 900. 

Doom Wads of Wads. 

Doom 1&2 Accessory Pack. 

Doom 2. 

Doom 2 Cheats. 

Doom 2 Extra Levels Vol 1. 

Doom 2 Editor Pack. 

DOUBLE TROUBLE. 

Dragonsphere. 


.... 

.12.99 

.... 

.... 

... 

.19.99 

.16.99 

& Max.. 29.99 


,. ■ — 
,.22.99 

,. .3 

. 14.99 

. -. 

12 99 
. 27.99 2 

. .2 

.27.99 2 
, 12.99 
. 26.99 2 
. 22.99 2 
.26.9 
. • — 
27 99 3 
.27.99 2 
.25,99 

. . 

. 8.99 
. 8.99 
. 9.99 
. 12.99 


3.99 


Earth Siege. 

Ecstatica. 

Elder scrolls. 

Elite-!-.. 

Elite 2.. 

ENCARTA1995.. 
Epic -I- Shuttle.. 


Evasive Action.. 

Extractors. 

Eye of the Beholder 1 or 2 

FI Manager. 

F117A Stealthfighter. 

F14 Fleet Defender. 

F15 Strike Eagle 2 or 3. 

F19 Stealthfighter. 

Fairway to Heaven. 

Falcon 3.0. 

Falcon Gold. 

Fields Of Glory. 

FIFA International Soccer.. 

Fighter Wing. 

First Encounters/Eiite 3. 

Fist. 


.. 8.99 

.. - 2 

.. . 1 

..12.99 1 
.. 26.99 2 

.. .2 

.. .2 

..27.99 2 
,. 12,99 1 
..26.99 2 

,. -5 

,. .1 

,. .1 

,. 12.S 


.— 2 

- -2 

r3 12.99 

.16.99 1 

.12.99 1 

.27.99 2 

.12.99 1 

.12.99 1 

.26.99 2 

.12.99 1 

. .2 

.12.99 1 

.26.99 2 

.26.99 2 

. 26.99 2 

. .1 

.27.99 

. .1 

Flight Assignment: ATP (v5.0). 29.99 2 

Flight Assignment: Air Force... -2 

Flight Assignment: Seaplane... -.1 

Flight Commander 2.27.99 2 

FLIGHT SIMULATOR 5.1.29-99 2 

FS5 -BRITISH ISLES.19.99 1 

FSB - Canada - Montreal |v5.0) 19,99 1 
FS5 - Canada - Toronto (vB.O).. 19.99 

FSB - Caribbean or Japan.15,99 

FSB - Scenery Designer Tool... 24.99 

FSB - East or West England.19.99 

FSB - Europe 1.22.99 

FS4/5 - Grand Canyon Scenery.. 7.99 
FS4/5 - Hawaii or Tahiti Scenery 7.99 

FSB ■ Italy.26.99 

FS5 - Las Vegas.22.99 

FSB - Midlands Combo.29.99 

FSB - New York or Paris.13.99 

FSB - Ralleye Around the World. 22.99 

FSB - Scotland & Ireland.19.99 

FSB - Southern England .26,99 

FSB - UNITED KINGDOM.49.99 3 

FSB - West or East USA (vB.O). 34.99 3 

FSB - West USA Scenery.29.99 

Flight Unlimited..29.99 32, 


HARVESTER., 

Heimdall 2. 

HERETIC 

Heroes of the 357th ^ F29... 

Hexx - Wizard. 

HIDDEN WORLDS. 

High Seas Trader. 

History Line. 

Hokum KA-50. 

Hunters of Ralk. 

International Open Tennis.. 

Indy Car Racing,. 

Indy Car Track Pack. 

Indy Fate Of Atlantis Adv,.., 


12.99 . 

16.99 . 

12.99 12.99 

26.99 26.99 

22.99 26.99 

26.99 . 

26.99 27.99 
-17.99 

22.99 22.99 

22.99 . 

22.99 32.99 

.36.99 

-22.99 

26.99 29.99 

.26.99 

. 8.99 

27.99 27.99 
.12.99 

12.99 13.99 


Inordinate Desire 

Iron Assault.. 

Iron Cross.. 

JAZZ JACK RABBIT. 

Jetstrike. 

Jimmy White's Snooker. 

J Nicklaus Unlimited. 

J Nicklaus Signature Edition ... 

Jordan in Flight. 

Jungle Strike. 

Kasparovs Gambit/Grandslam Bridge. 

Kick Off 3 - Euro Champs. 

Kingdom. 

Kingpin. 

Kings Quest 1, 2, 3, 4 or 5. 

Kings Quest 1-6 Collection. 

Kings Quest 7. 

KLIK AND PLAY. 

Knights of the Sky. 

Kyrandia 3. 

Leading Lap. 

re Suit Larry 1 or 2 or 3 ... 

Leisure Suit Larry 1 - 6 Coll. 

Lemmings 1 & 2. 

Lemmings 3. 

Link Worlds. 

Links 386 Pro. 

Links Banff. 

Links Big Horn 


.. 26.99 2 
,.26.99 2 
,. 26.99 
,. 27.99 2 

.2 

,. 19.99 
,. 12.99 
.. 12.99 2 
,. 27.99 3 
,. 26.99 
,. 26.99 
,. 16.99 1 


2 

22.99 2 

22.99 2 

12.99 1 

12.99 1 
. 1 

12.99 1 

22.99 2 


22.99 

12.99 
.2 


..22.99 2 

.12.99 1 

.29,99 2 

.16.99 

r Pebble Beach. 16.99 

Links Castle Pines or Firestone 16.99 

LINKS FANTASY COURSE.16.99 1 

Links Innisbrook or Mauna Kea.. 16.99 


s Prairie Dun 

Lion King. 

Little Big Adventure.. 
Live Action Football.. 

Loadstar. 

Lords Of Midnight., 


elfry. 


16.99 1 

22.99 

34.99 3 

26.99 2 
.2 


Lords Of The Realm. 

Lost Eden. 

Lottery Trend Analysis v2.0 

Ml Tank Platoon. 

MACHIAVELLI... 

Magic Carpet. 

Magic Carpel - Hidden Worlds .1 

Manchester Utd The Double.... 22.99 2 
ManhuntefNew York' 

Maniac Sports. 

Mario Game Gallery... 

Master of Magic 

Masters of Orion. 

Match Day Manager.... 

Megarace/Bloodnet. 

Megatravell 


.. 29.99 3 


. 12.99 


19.99 2 

27.99 2 

12.99 1 

10.99 1 


Microsoft Cinemania '95.. 

Microsoft Fine Artist. 

Micro Machines. 

Mike Ditka Football. 

Military Masterpieces.... 

Mortal Kombat. 

MORTAL KOMBAT 2. 

Myst.... 

NASCAR. 

NASCAR TRACK PACK... 

Navy Strike. 


.. 12.99 1 
.. 27.99 2 
..22.99 

.. .3 

.. .3 

.. 19.99 
.. 10.99 

. 2 

,.22.99 
.. 22.99 2 

.. .3 

,.26.99 2 

. 1 

.27.99 


NHL Hockey '95. 

Old Timer. 

On the Ball W Cup o 
Operation Body Cou 
Operation Crusader... 

Outpost v2.0. 

Overlord. 

Pacific Strike. 

Panzer General. 

Peter Gabriel Explorei 

PGA Tour Golf 486. 

Pinball Dreams. 

Pinball Fantasies. 

Pirates Gold. 


.12.99 

- 2 
- 2 

League . 22.99 2 


..26.99 
..24.99 
.. 27.99 2 

.. .3 

.. .3 

..22.99 2 
..24,99 2 
.. 12.99 1 
..29.99 2 
.. 12.99 1 
..10.99 - 
.. 12,99 1 
.. 19.99 19 
..24.99 
..11.99 


Powermongei 
Powerslide.... 

Power House.26.99 26 

Power Tactics.22.99 

PREMIER MANAGER 3.22.99 22 

Prem Man 3 Multi Edit System 10.99 

Prince Interactive. . 

Privateer.29.99 

Project X.13.99 

Psycho Pinball.25.99 

Pyrotechnica.19.99 

QEMM GAMERUNNER. 

QEMM V7 5 

Quantum Gate. 

Quarterdeck Cleansweep. 

Radioactive. 

Railroad Tycoon. 

Railroad Tycoon Deluxe. 

Raptor. 

Ravenloft II - Stone Prophet.. 

Reach For The Skies. 

Rebel Assault. 

Red Shift. 

Renegade. 

Retribution. 

Reunion. 

Return To Ringworld. 

Rise of the Robots (SVGA).... 

RISE OF THE TRIAD. 

Robinsons Requiem. 

Rome AD92. 

Rugby League Boss. 

Rugby League Manager. 

Rugby Lge Track Suit Manager. 

Ryder Cup. 

Sabre Team. 

Sam & Max Hit The Road. 

Sci Fi Collection. 

Scrabble. 

Seal Team. 

Secret Of Monkey Island 1 or t 
Saga Of Aces (Compilation). 

Seaworthy 


..39.99 
..59.99 
..29.99 29 
..34.99 - 

12,99 12 

. 22 

.. 22.99 22 
..27.99 27 
.. 12.99 

.29 

.44 

.29 

.. 26.99 26 
..27.99 27 
.. 26.99 29 
..27.99 29 
.22.99 22 
.. 26.99 26 
.. 10.99 - 
,. 9.99 12 
,. 16.S 
.. 16.99 19 
.. 10.99 13 
.. 19.99 19 
. 16.99 26 
.17.99 - 
.20.99 - 
. 12.99 12 
. 12.99 
.29 


SENSIBLE GOLF.22 S „ 

SENSIBLE WORLD OF SOCCER. 19.99 26 


Settlers.. 

Shadowcaster. 

She Queen Death Machine.. 
Sherrington Fox. 


..26.99 
.. 12.99 12 
.. 16.99 - 


Shoot'ei 

Silent Hunter. : 

Silent Service 2.12.99 1 

Silverball.19.99 

Sim City. .; 

Sim City 2000 .26.99 : 

Sim City 2000 Scenarios 1.12.99 

Sim City 2000 Scenarios 2.13.99 

Sim City 2000 Urban Renewal 13.99 


Sim City Deluxe. 

9 Sim Classics Compilation .. 


.. 27.99 
..28.99 2 
..26,99 2 
..26.99 2 
.. 19.99 1 
.. 26.99 2 
.. 19.99 1 
., 19.99 

Soup Trek (Search For Stock).. 19.99 


Sim Tower.. 

Simon the Sorceror 2.. 
Simon The Sorceror.,.. 

Skidmarks. 

SLIPSTREAM 5000. 

Soccer Kid. 

Software Manager. 


Space Academy., 

Space Ace. 

Space Federation. 

Space Hulk. 

Space Quest 1 or 2 or 3... 

Space Quest 1. 

Space Quest Quad Pack.. 
Space Quest Collection... 

Space Simulator. 

Spaceship Warlock. 

Speedball 2. 

Speed Racer. 

Spectre VR. 

SSN-21 Sea Wolf. 

Stalingrad. 


..22.99 2 

.. 2 

.. 26.99 
.. 12.99 3 
.. 12.99 


.28.99 

.. .2 

., 29.99 


.. 8.99 
.. 26.99 
.. 27.99 2 
.. 29.99 1 
.27.99 2 
,.27.99 2 
.. 26.99 

9 Star Trail Realms of Arkania 2.27.99 2 
9 Star Trek 2 Judgement Rites... 26.99 

9 STAR TREK OMNIPEDIA. . 

Star Trek Technical Manual- -2 

STAR TREK - NEXT GENERATION -3 

Star Trek Star Fleet Academy.. 29. 


Stardust Super Edition.. 

Stereoworld. 

Streetfighter 2.. 


. 17.99 
.. 19.99 1 
.. 12.99 

26.99 1 

17.99 1 


6.99 

12.99 1 

29.99 3 
13.9 


Stonekeep . 

Subversion. 

SUBWAR 2050. 

Super Karts. 

Superfrog. 

SUPER STREETFIGHTER 2.26.99 2 

Superhero League of Hoboken.. 26.99 : 
Syndicate (CD ■ Plus version). 12.99 1 

Syndicate Data Disk.13.99 

Syndicate-!•/UFO. .3 

System Shock.27.99 2 

TACOPS (Windows).26.99 

Tactical Man English or Scottish 22.99 


9 Tactical Manager 94/95 D/ D.. 
'■ Tank Commander.. 

Tarzan. 

Task Force 1942. 

Team Yankee. 

Temptation (Compilation).. 


12.99 
.2 

16.99 


9 Terminator 2 - Judgement Day. 

'' Test Pilot. 

TFX. 

The Big Red Adventure. 


. 12.99 1 


8.99 
.2 

27.99 2 

26.99 2 

26.99 2 

27.99 2 


The Blue And The Gray 
Theme Park 

THE AIRPORT. .2 

THE JOYS OF SEX 
The Last Dynasty 
The Louvre 
The Orion Conspiracy 
The Ring Cycle. 

The Scottish Open. . 

The Scroll. . 

Thomas Tank Pinball.12.99 

Tie Fighter.27.99 

Tie Fighter • Def of the Empire 13.99 

Tie Fighter - Mission Disk 2.13.99 

Tiny Troops.22.99 

Tir Na Nog. . 

Tom Landry Strategy Football. 19.99 

Tornado & Falcon 3.0.26.99 

Total Distortion. . 

Tower Assault .19.99 

Tower of Souls.22.99 

Trans Express.22.99 

TRANSPORT TYCOON.29.99 

Transport Tycoon World Editor. 14.99 

Trance Mission. . 

Turning Points.12.99 

UFO Enemy Unknown.27.99 : 

UFO / Master of Orion. .: 

US NAVY FIGHTERS. .: 

Ultima 7 (The Black Gate).12.99 

Ultima 7 (Serpant Isle). 

Ultima 8 (Pagan) 

Ultima Underworld. 

Ultimate Backgammon . 


.. 32.99 3 
.. 12.99 

, .22.99 

9 ULTIMATE SOCCER MANAGER 22.99 2 


12.99 1 

.2 

. .2 

. 27.99 2 
.29.99 
. -2 


26.99 2 

22.99 26 

19.99 
79 99 79 

29.99 32 


Under A Killing Moon .. 

Universal Warrior. 

USS Ticonderoga. 

Virtua Chess. 

Virtual Pool. 

Virtual Worlds. 

Virtuoso. 

Vital Light (Windows). 

Voyages of Discovery. 

Voyeur. 

Wacky Wheels. 

Warcraft Ores & Humans.. 

Warriors. 

Wembley Rugby League... 

WINDOWS 95 (UPGRADE) 

Wing Armada. 

Wing Commander Academy ... 10.99 

Wing Commander 1.11.99 - 

WING COMMANDER 2.13.99 13 

W C 2 Special Ops 1 & 2 •!- Spch13.99 

Wing Commander 3. .3 

Wing Commander 3 - Clue Book 11.99 1 

Wings Of Glory. .3 

Wolfsbane.13.99 li 

Woodruff & Schnibble 

World Cup Year '94.22.99 22 

World Tennis. 

Worlds of Legend.14.99 14 

Worms. 19.99 22 

X-Com: Terror from the Deep.. 32.99 32 
X-Wing - Collection.27.99 32 


SPECIAL OFFERS 


7th Guest (OEM). 

Alien Logic (OEM). 

Alone In The Dark. 

Betrayal at Krondor (OEM). 

Bloodnet (OEM).. 

Cannon Fodder (OEM). 

Chessmaster 3000. 

COMMANCHE (OEM). 

Command Adventure Starship 
Cyclones (OEM).. 

Dark Legions (OEM). 

Dark Sun Wake of Ravager OEM.. 
Dark Sun Shattered Lands OEM... 

Day Of The Tentacle (OEM). 

Dogfight 

Dragon's Lair. 

Dune (OEM). 

Eight Ball Deluxe Pinball. 

Fortress of Dr Radiaki. 

Frankenstein. 

Gabriel Knight. 

Gabriel Knight (OEM). 

Great Naval Battles 2 (OEM).... 

Hand of Fate (OEM). 

INDY CAR RACING (OEM). 

Isle of the Dead. 

Jutland (OEM). 

Kings Quest 6 (OEM). 

Lands of Lore (OEM). 

Leisure Suit Larry 6 (OEM). 

Lost in Time (Parts 1 & 2). 

Mad Dog McCree 1 or 2 (OEM). 

Maelstrom. 

Menzoberranzan (OEM). 

NASCAR (OEM)... 

Outpost (OEM). 

Panzer General (OEM). 

Ravenloft (OEM). 

Rebel Assault (OEM). 

Red Baron. 

Red Baron Data Disk. 

Return Of The Phantom. 

SAM & MAX (OEM) 

Sink or Swim. 

Split Screen Soccer Manager.. 

UFO (OEM). 

TFX (OEM). 

The Psycotron. 

The Shadow Of Yserbius. 

Tornado -i- Desert Storm. 

Wing Commander (OEM). 

World Class Rugby (5 Nations).. 

Vikings. 

Yo Joe. 

Zool. 


9.99 

5.99 

9.99 


JOYSTICKS & 
ACCESSORIES 


2M Parallel Printer Cable . 2.99 

3M Parallel Printer Cable . 4.99 

3 Button Serial Mouse . 9.99 

CD Storage Box (30 Capacity) . 9.99 

CH FLIGMTSTICK 29.99 

CH FLIGHTSTICK PRO.59.99 

CH Pro Pedals ... 79.99 

CH Virtual Pilot . 64.99 

CH Virtual Pilot Pro.79.99 

Disk Box (10 Capacity) . 1.99 

Disk Box (40 Capacity) . 4.99 

Disk Box (100 Capacity) . 7.99 

Disk Drive Cleaning Kit 3.5". 1.99 

Freewheel Analog Steering Wheel .. 27.99 

FreeFlight Analog Throttle.15.99 

Gravis Ace. 89.99 

Gravis Analog Joystick.29.99 

GRAVIS ANALOG PRO JOYSTICK. .. 39.99 

Gravis Dual Eliminator PC Gameport.. 24.99 

Gravis PC Gamepad.19.99 

(iravis Phoenix Flight/Weapon Control 99.99 
Joystick Extension Cable . 7.99 

Keyboard Extension Cable 4.99 

Logic 3 Tornado-JT251 (Analog).12.99 

Logic 3 Delta-Ray-JT256 (Digital).12.99 

Mains Extension Lead/CoupTer . 3.99 

Mains Lead Moulded . 3.99 

Microsoft Home Mouse -i- Pack .27.99 

Monitor VGA/SVGA Ext Cable. 4.99 

Mouse Extension Cable . 4.99 

Mousehouse . 1.99 

Mousemat . 1.99 

MT Speakers 2x5 watt-SBCeOO .19.99 

Quickjoy Optix Switchable • An/Dig.. 29.99 

Quickioy Raider-SV206 (An). 9.99 

Quick oy Propad-SV230 . 10.99 

Quick oy Fighter M5-SV201 .13.99 

Quickioy Topstar-SV227 (Dig) .17.99 

Quickjoy Commander-SV207.16.99 

Saitek Megagrip 3-MX230 (An) .12.99 

Saitek Megagrip 7-MX732 (An).13.99 

Saitek Megagrip 8-MX734 (Dig).14.99 

Screenbeat 3 Speakers - SB203 . 12.99 

Screenbeat Pro SO Speakers - SB25032.99 

Screenbeat Mains Adaptor. 7.99 

Soundblaster 16 Value SB-2770. 89.99 

SOUNDBLASTER 32 AWE 239.99 

Suncom Dual Joystick Adaptor. 6.99 

SUNCOM FX2000 (ANALOG) 19.99 

Suncom G-Force Yoke .49.99 


EDUCATIONAL 


10 out of 10 Dinosaurs.18.99 - 

10/10 Driving Test .18.99 1 

10/10 Early Essentials 3-7.18.99 1 

10/10 English (6-16).18.99 1 

10/10 French (8-19).18.99 1 

10/10 Junior Essentials 5-11.. -1 

10 / 10 Maths • Algebra 6-16 ... 18.99 
10 /10 Maths • Number 6-1).... 18.99 1 
Add & Subtract (4-8 Years).... 9.99 
ADI GCSE Maths, Eng or French.. 22.99 

ADI Reading 4-5 or 6-7.17.99 

Alge-Blaster 3 (14-i- Yrs).27.99 27.99 

Alge Blaster- 1 -(14-i-Yrs).24.99 - 

....... ... - . 24.g9 

- 22.99 

- 14.99 
• 99.99 

- 99.99 

- 99.99 

- 99.99 


Alphabet, Numbers & Shapes 3-6 

Animal Alphabet. 

Beauty And The Beast (OEM). 

Berlitz Think & Talk French. 

Berlitz Think & Talk German ... 

Berlitz Think & Talk Italian. 

Berlitz Think & Talk Spanish ... 

Better Maths (12-16 Years). 

Better Spelling {S+ Years). 

Biology (12-16 Years). 

Cave Maze (8-13 Years). 

Chemistry (12-16 Years). 

Cute & Cuddlies. 

Creepy Crawlies. 

Dictionary of the Living World 

Dinosaurs (MDI). 

DK Encyclopedia of Nature. 

DK Encyclopedia of Science.... 

DK Incr Cross-Sections. 

DK History of the World. 

DK My First Incr Amazing Diet 
DK P.B. Bears Birthday Party.. 
DK The Ultimate Human Body 

DK The Way Things Work. 

DK Ultimate Sex Disc. 

DK World Reference Atlas. 

Emperor's New Clothes. 

Family Doctor 3rd Edition. 

Firefighter (7-12). 

Fischer Price A-B-C's (3-5). 

Fischer Price 1-2-3's (3-5). 

F Price Dream Doll House 3-5 
Flying Colours (8+) 


13.99 

13.99 - 

13.99 - 

10.99 - 

13.99 . 

-22.99 

22.99 22.99 

-30.99 

-29.99 

-44.99 

39.99 

.25.99 

.44.99 

.25.99 

- 25.99 

- 39.99 

- 39.99 

- 32.99 
-44.99 

- 13.99 

- 12.99 

• 17.99 

• 24.99 

- 24.99 

- 24.99 

27.99 27.99 


Flying Fingers.22.99 

Fraction Goblins (8-13 Years).. 10.99 
F School 2 -6 c ■ 


F School 5 In Dreamland (4-7) 1 
F School 5 In Space (6-7) 

F School 5 In Time (8-11).1 

F School Science & Ecology ... 1 

Grammer Games (lO-i-).“ 

Grolier Encyclopaedia (OEM).. 
How Many Bugs in a Box? (3-6) 
Hutchinson Multimedia Enc.... 
Incredible Coloring Kit (2-7).... 

Junior Typist. 

Kid Cad (7-14). 

Kid Keys (4-8). 

Kid McGee (Data Disk). 

Kid Phonics (4-7). 

Kid Pictures (Data Disk). 

Kid Pix. 

Kid Rhymes (Data Disk). 

Kid Works 2 (4-14). 

Learn French with Asterix & Son 1 1 
Learn Spanish with Asterix & Son.. 

Learn to do DTP. 

Macmillan's Diet for Children . 

Maths in a Nutshell. 

Magic Maths (4-8 Years). 

Math Blaster 1 (6-12). 

Math Blaster 2 (8-13) 


99 19.99 
99 19.99 

19.99 
99 19.99 
99 - 

- 22.99 

24.99 

- 36.99 

9 . 

9 


9 24.99 

99 . 

17.99 - 

.27.99 

13.9 


12.99 -- 

13.99 . 

27.99 27.77 

ir 2.32.99 

.32.99 

.29.99 

.15.99 

9.99 . 

13.99 . 

27.99 27.99 
27.99 27.99 


Zoo Keeper (6-12).22.99 

Zug's Adv on ECO-island (4-9) 17.99 

Zug's Dinosaur World (4-9).17.99 

Zug's Sj>elling Adventures 5-12 17.99 

JUNIOR ADVENTURES 

A Christmas Carol (8+).13.99 - 

Alistair & the Alien (5-10). .24.99 

Magic Labyrinth of I M Meen 9-13.. .24,99 

Robin Hood (8+).13.99 . 

The Lost Tribe (8+).22.99 - 

The Three Bears (5-10).13.99 . 

The Wizard Of Oz (6+).13.99 - 

Wind In The Willows (8+).13.99 . 

TALKING STORYBOOKS 

Goldilock & Three Bears.10.99 . 

Jack & the Beanstalk.10.99 - 

Lion King. .29.99 

Little Red Riding Hood.10.99 - 

Rudolph the Red Nosed Reindeer 10.99 - 

The Three Little Pigs.10,99 . 

The Tortoise & the Hare.10.99 - 

The Ugly Duckling.10.99 . 


3.5" Blank Discs 


10 5.99 6.99 3.99 5.99 3.50 4.99 

20 11.50 13.50 7.50 11.50 6.50 9,50 

50 27.50 32.50 17.50 27.50 16.25 22.50 

100 52.50 62.50 32.50 52.50 29.99 42.50 


- G063 Omf 2097. 


. G066EgaTrek. 

.1.25 


G067 Air Traffic Controller.., 
G068 Word Puzzle Solves . 

G069 Tubes. 

G070 Rescue Roves. 

(3071 Heartlight. 

G073 Firm Favourite. 

G074 Dinosaur Predators.,. 

G075 Missile. 

G076 Line Wars 2. 

G077 Fleet Street Soccer... 
G078 Skunny Karts.. 


(3079 The Multi-dimensional Thief.2.50 

(3080 Patience 10 . 

G081 Nethack. 

G083 Eggy. 


G086 In Search Of Dr Riptide... 


Accent Professional vl.1.189.99 

After Dark v3.0. 26,99 

Approach.109.99 


Math Blaster Gt Brain Robbery 10+. 27.99 

Math Blaster Mystery (10-t-).24.99 

Maths Blaster Plus (6-12).24.99 

Maths Dragons (5-12 Years).... 10.99 

Maths Mania (8-12 Years).13.99 - 

McGee (2-4).13.99 . 

McGee Series (2-4).24.99 . 

McGee Schooldays (2-6).27.99 27.99 

M Beacon Teaches Typing - Kids. 22.99 22.99 

Mooky-Oke (2-8). 17.99 

MS Explores the Human Body .34.99 

MS Explores the Solar System.... .34.99 

Multimedia Workshop (10+).... -39.99 

My Favourite Monster (4-10)... -24.99 

Nigel's World (7-12).22.99 24.99 

Noddy's Big Adv or Playtime 2-7. 19.99 

Ocean Escape (3-7). 24.99 

Our Solar System. --•—12.99 

Perfect Resume (CV).27.99 27.99 

Physics (12-16 Years).13.99 . 

Picture Fractions (7-10).10.99 . 

Prescription Drugs Guide. .12.99 

Prof Looks at Words (4-9). 9.99 . 

Prof Makes Sentences (4-9). 9.99 . 

Read ‘N Roll (9+).24.99 . 

Reading & Me (3-5).22.99 . 

Reading Adventures in Oz (4-9)... 22.99 . 


Reasoning With Trolls (5-12)... 10.99 - 

Scavenger Hunt - Africa (8+)... .24.99 

Sound It Out Land (4-6). .24.99 

Sound It Out Land 2 (4-6). -.24.99 

Speed Reader (14+).27.99 - 

Spell It 3 (6+).24.99 - 

Syracuse Lang Sys Spanish 4-9 .22.99 

Syracuse Lang Sys English 4-9. .22.99 

Syracuse Lang bys French 4-9 .22.99 

Syracuse Lang Sys German 4-9 .22.99 

Syracuse Lang Sys Japan 4-9. -22.99 

Syracuse Lang Sys English 9+ .24.99 

Syracuse Lang Sys French 9+. -24.99 

Time Flies (6-12 Years).10.99 - 

Time Life Astrology. .19.99 

Tidy the House (5-9 Years).10.99 - 

The Cruncher (10+).27.99 27.99 

The Little Turtle (3-7). .24.99 

Thomas Tank Eng Collection .. 10.99 13.99 
Thomas Tank Eng Paint Pack.. 12.99 13.99 

Thumbelina. .13.99 

Time Life Astrology. .19.99 

What's My Angle? (14+).24.99 . 

Word Attack 3 (10+).24.99 - 

World Atlas v4.0.12.99 - 

World Atlas v5.0 (OEM). .12.99 


Contemporary Uninstaller v2 . 39.99 

Coral Draw 3.84.99 

Coral Draw 4. 139.99 1 

Coral Draw 5.449.99 

Coral Flow. 59.99 

Corel Gallery. 

Corel Paint 5 +. 

Corel Professional Photos... 

Corel Ventura 4-5 Upgrade.. 

Corel Xmas Bundle. . 

Delrina Winfax Pro v4.0. 75.99 

First Aid for Windows. 39.99 

Freeway Accounts Master Coll.. 59.99 

- ~ . 22.99 

. 35.99 
. 89,99 
. 35.99 
, 35.99 


32.99 

59.99 

19.99 


GST First Press.. 

GST First Design. 

Instant Accounting. 

Intuit Quick Tax Returr 

Intuit Quickinvoice. 

Intuit Quickbooks v2.0 for Win ..119.99 
Intuit Quicken for DOS v6.0.. 39.99 
Intuit Quicken for Windows v4.. 35.99 
Intuit Quicken Home Inventory. 22.99 
Intuit Quicken DIx Home Pack .. 59.99 
Intuit Quicken DIx Business Pack. 59.99 

Landmark Datasafe. 49.99 

Landmark Uninstall-lt. 34.99 

Landmark Winprobe. 49.99 — 

Landmark Triple Pack.119.99 —- 

Lotus Organiser.109.99 —- 

Microsoft Plus for Windows 95. 35.99 35.S 

MS Creative Writer. . 34.S 

MS Word.279.99 — 

MS Works for Windows v3.0119.99 — 

MS DOS v6.22 (Upgrade). 49.99 


... 34.99 
...549.99 549.99 
... 79.99 79.99 
. 79.99 


. 12,99 


MS Money for Windows v3.0. 

MS Office Professional. 

MS Publisher v2.0. 

MS Windows v3.11. 

MS WINDOWS 95 UPGRADE . 79.99 79.99 

MS Windows 95 DOS Upgrade .159.99 . 

O/S2Warpv3.0. 69.99 64.99 

PFS First Choice (DOS). 32.99 . 

PFS First Publisher D or W... 25.99 . 

PFS Publisher for Windows.. 25.99 . 

PFS Window Works D or W.. 32.99 32.99 

PFS Window Works + (Win). 49.99 . 

Platinum Fonts (Win). . 12.99 

Platinum Multimedia (Win).. . 12.99 

Platinum Publisher (Win). 

Platinum Utilities (Win).... 

QEMMv7.5. 59.99 

Quarterdeck Cleansweep. 34.99 

Quattro Pro v5. 45.99 

Sage - Instant Accounting ....119.99 
Sage - Instant Payroll (Win).. 89.99 
Sage - Stg Payroll Dos or Win 189.99 
Sage - Stg Bookeeper (Win) .115.99 
Sage - Stg Accountant (Win)259.99 
Sage - Stg Fin Controller Win ...459.99 
Serif Page Plus v3.0 (Win)... 49.99 
Softkey Labels Unlimited D or W. 32.99 

Softkey MPC Wizard 3.0 Win . 

Softkey PC Paintbrush for Win .... 25.99 
Softkey PC P/brush 5 + DOS. 25.99 

TAS Books 1 . 99.99 

TAS Books 2 
TAS Payroll 

Turbocad v2.0 (Windows). 


549.99 

99.99 

75.99 

Video Director v2 (Windows).. 89.99 


Visio v3.0.. 

Visio v3.0 (Windows).. 

Visual Basic Pro. 

WordPerfect Infocentral.. 


..109.99 
..115.99 
..249.99 
. 59.99 


Wordstar Laptop Collection.. 29.99 . 

Wordstar for Windows v2.0.. 35.99 35.99 


PD & Shareware 


GAMES 

G002 Lamers.1.25 

G003 Desert Raid.1.25 

G004 Electro Body.1.25 

G005 Bio-menace.1.25 

G006 Jetpack.1.25 

G007 Comm Keen 4, Goodbye Galaxy 1.25 
G008 Comm Keen 1, Inv of 'Vorticons 1.25 

G009 Wolfen Stein 3d .1.25 

GOlO Wolfen Stein Extras.1.25 

G011 HoosierCity.1.25 

G012 Space Flight Simulator.1.25 

G013 Secret Agent.1.25 

G015 Overkill.1.25 

G016 Classic Pinball.1,25 

G017 Melt Down.1.25 

G018 Sapid Response .1.25 

G019 Dark Ages 1, "prince Of Destiny" 1.25 

G020 Llamtron .1.25 

G021 Last Half Of Darkness.1.25 

Q022 Global Warfare.1,25 

G023 Duke Nukem 2 (3 Disks) .3.75 

G024 Reduke (duke Nukem Data Disk)1.25 

G025 Morkin 2.1.25 

G026 Hugo's House Of Horrors.1.25 

G027 Hugo 2, Who Dunn It.1.25 

G028 Ford Simulator 2. ' 

G029 Ford Simulator 3. 

G030 Ken's Labyrinth. 

G031 Zone 66. 

G032 Gate World . 

G033 Cyber Chess . 

G034 Keen Dreams. 

G035 Keen 6 . 

G036 Sky Roads. 

G037 Jazz Jack Rabbit. 

G038 Brix. 

G039 Mutant Space Bats .... 


G040 Ramei Fox . 

G041 Psionics. 

G042 One Must Fall. 

G043 Raptos. 

G044 Wacky Wheels. 

G046 Doom Extras. 

G047 World Cup Cricket.. 

G048 xargon. 

G049 Power Chess. 

G050 Armies Of Steel ..... 

G051 Super Android. 

G052 Mystic Towers. 


..1,25 

..1.25 

..1.25 

..1.25 

..1.25 

..1.25 

..1.25 

..1.25 

..1,25 

..1.25 

..1.25 

..1.25 

..2.50 

..2.50 

..2.50 

..1.25 

..1.25 

..1.25 

..1.25 

..1.25 

..1.25 


6055 Revenge Of The Mutant Camels 1.25 

G056 Doom Wadpac 1.1.25 

G057 Doom Editor Utilities.1.25 

G058 Cosmo's Cosmic Adventures 1.25 

G059 Mahjong Vga.1.25 

G060 Pc Pro Golf.1.25 

G061 Space Chase...1.25 


..1.25 
..1.25 
..1.25 
..1.25 
..1.25 

G088 Cannon Fodder.1.25 

G089 Descent.2.50 

(3090 Spectrum Emulator .2.50 

G091 Gamma Wing.2.50 

G092 Mvp Bridge .1.25 

G093 Christmas Lemmings.1.25 

G094 Catacomb Abyss 3d.1.25 

G095Cd Man .1.25 

G096 Galacta.1.25 

G097 Desert Storm Command .1,25 

G098 Nightmare 3d .2.50 

G099 Corridor 7 .1.25 

GlOO Stalker.1.25 

(3101 Zentsis.1.25 

G102 Monopoly .1.25 

G103 Nyet3-Revenge of the Mutant Stones1.25 


D004 Ant hill.1,25 

D005 Arsenal.1,25 

D006 Barrel.1,25 

D007 Barsted.1,25 

D008 Batman.1,25 

D009 Best .1.25 

D010 Beware.1.25 

D011 Bigbro .1.25 

D012 Bite It.1.25 

D013 Bunny 3D.1.25 

D014 Carnage.1.25 

D015 Catacomb.1.25 

D016 Cavern.1.25 

D017 Chase.1.25 

D018 Chess.1.25 

D019 Church.1.25 

D020 Clash .1.25 

D021 Coffin.1.25 

D022 Commbat.1.25 

D023 Complete.1.25 

D024 Cortyard.1.25 

D025 Dalek 3D.1,25 

D026Dead Base.1.25 

D027 Deadly.1.25 

D028 Dead Zone.1.25 

D029 Death.1.25 

D030 Death Star.1.25 

D031 Deathtrap.1.25 

D032 Death Walk .1.25 

D033 Devil.1.25 

D034 Die Fast .1.25 

D035 Die Hard.1.25 

UTILITIES 

U001 Automenu.1.25 

UOOZ Powermenu.1.25 

U003 Bakers Dozen.1.25 

U004 Screen Saves .1,25 

U005 Menu Utilities.1.25 

U006 Disk Spool 2 .1.25 

U007 Flexibak.1.25 

U008 EzCopy3.1.25 

U009 Expel - Virus Control.1.25 

U010 Still Rives Shell (dos Enhances) 1.25 

U011 Power Batch .1.25 

U012 Printes Setup Utility.1.25 

U013 Diskette Labeller.2.50 

U014 As Easy As V5.5 .1.25 

U015PC File 7.2.50 

U016Easy BaseV1.2 .1.25 

U017File Express V5.1.1.25 

U018 625 Business Letters.1.25 

U019 Noyes Simple Accounts V3.0.1.25 

U020 Phantom Screen Blanker.1.25 

U021 Magic Desk.1,25 

U022 The Movies Database.1,25 

U023 Macafee's Anti Virus Tools .1.25 

U024 Easy Menu.1.25 

U025 Quick Menu lii.1.25 

U026 Recipes For Edna’s Cookbook ....2.50 

U027 Edna's Cookbook .1.25 

U028 Org Your Recosds, Tapes & Cds 1.25 

U029 Screen Thief.1.25 

U030 Infotree .1.25 

U031 M.v.s.p.1.25 

U032 Type Designer.1.25 

U033 Easyfold.1.25 

U034 Rosenthal Uninstall .1,25 

U035 Infopius.1,25 

U036 Diskclone.1.25 

U037 Configuration Control Package ..1.25 

U038 Os/2 Wasp.1.25 

U039 File Compressor.1.25 

U040 Brothes Keeper V5,1.2.50 

GRAPHICS 

GR001 Dinosaurs Colour Pcx Files.1.25 

GR002 Cartoon Colour Pcx Files.1.25 

GR003 Neopaint V2.2.1.25 

GR004 Neopaint Fonts 1 .1.25 

GR005 Neopaint Fonts 2 .1.25 

GR006 Science Fiction Colour Pcx Files..1.25 
GR007 Famous People Colour Pcx Files 1.25 

GR008 DmosfVI.1.2.1.25 

GR009 Aviation Cars & Space Col Pcx 1.25 
GR010 Star Trek & Star Wars C Pcx Files1.25 

GR011 Pads-pcb.2,50 

GR012 Protocad .1.25 

GR013 GRaphics Workshop.1.25 

GROM Graphic Workshop For Windows 1.25 

GR015 Envision Publishes V2.0.1.25 

GR016 Moray For Povray.1.25 

GR017 Gammcad.1.25 

GR018 Horse Form Light.1.25 

MUSIC 

M001 Second Reality.2.50 

M002 Midi Files Iv.1.25 

MOOS Midi Files V.1.25 

M005 Drum Blaster.1.25 

M006Midi Files 1.1.25 

M007 Midi Files II.1.25 

M008 Midi Files III.1.25 

M009 Windows,wav.1.25 

M010Windows.wav Vol 2 .2,50 

M011 Reversed Evolution .2,50 

M012 Journey Music Disk.2,50 

M013 Technoholic Demo.1.25 

M014Chaotic Mind .1,25 

M015 Second Phobia.1.25 

M016 Crystal Dreams.1.25 

M017 Gf Music.1.25 

M018 Sequences Plus V2.0.1.25 

M019 Sound Effects Voc Files.1.25 

M020 Star Trek Voc Files .1.25 

M021 Blaster Master .1.25 

M022Xtrackes .1.25 

M025 Panic.1.25 

M026 Cascade Holistic.1.25 

M027 Scream Tracker V3,0.1.25 

M028 Music Ease.1.25 

M029 Untitled Demo .1.25 

M030 Versus Demo .1,25 

M031 Assembly 94 Demo .1.25 

M032 The Good The Bad & The Ugly ..1.25 

M033 All For Love.1.25 

M034 Music From The Addams Familyl .25 

M035 Addams Family Theme.1.25 

M036 Achy Breaky Heart.1.25 

M037 Were You There.1.25 

M0386 Songs, American Pie, Imagine & More..l .25 

M039 Blues Collection "Vol 1 .1.25 

M040 Blues Collection Vol 2.1.25 

M041 3 Songs.1.25 

M042 Too Hot For My Chinchilla.1.25 

M043 A Collection Or Beatles Songs .,1.25 

M044 More Beatles Tunes.1.25 

M045 3 Miscellaneous Beethoven Filesl.25 

M046 Don't Worry ... Be Happy.1.25 

M047 Black Or White.1.25 

M048 Blue Eyes .1.25 

M049 Break Down .1.25 

M050 Christmas Music.1.25 

M051 Classy Music.1.25 

M052 Soothing Music . 1.25 

M053 Colour My World.1.25 

M054 War-time Music.1.25 

M055 Come Back.1.25 

M056 The Theme From Doogie Houser.,1.25 

M057 Fly Me To The Moon.1.25 

M058 Aqualung .1.25 


..3.75 
.,1.25 

B004 Bank Plan.1.25 

B005 Easi Plan.1.25 

EDUCATIONAL 

E001 Batch File Tutorial.1.25 

E002 Wp For Kids.1,25 

E003 Pc Fast Type .1,25 

E004 Gese Computes Studies.1.25 

E005 Gese Physics.1.25 

E007 Gese Science. 1 .25 

E006 Gese Mathematics.1.25 

E008 Word Rescue.1.25 

E009 Maths Rescue .1.25 

E010 Berts Dinosaur.1.25 

E011 Educational Atlas 1994 .1.25 

E012 French Tutor .1.25 

E013 German Tutor .1.25 

EOlSPc Tutor.1,25 

E017 Sea School.1.25 

E018 Picture Puzzle.1.25 

E019Chemic.1.25 

E020 Bozzball .1.25 

E021 Animated Memory Game.1.25 

E022 Animated Words.1.25 

E023 Animated Alphabet.1.25 

E024 Animated Maths 
E025 Animated Multiplication & Division1.25 

E026 Spanish Tutor. 

HOBBIES 

H001 Weight Control Menu.1.25 

H002 Diet Planner.1.25 

H003 Professional Crossword Creator 2.50 

H004 Word Search.1.25 

H005 Tommys Crossword Creator.1.25 

H006 Poetry Generator.2.50 

H007 24 Points .1.25 

H008 Hard At Work.1.25 

H009 Stamp Man. 

H010 Astromasrt. 

HOI 1 The Personal Golf Card .1.25 

H012 My Stuff.1.25 

H013 Football Forecast. 

H014 Football Tabulator. 

H015 Complete Golf Pro . 

H016 Road Uses. 

H017 Kws Knitwear Design . 


H018 Home Plan 

OVER 18'i 

XOOl Pinups 2.1.25 

X002 Corporate Scumbags.1.25 

X003 Adult Games 2. 

X004 Astrotit.1.25 

X005 Xxx Printmaster Graphics .1.25 

X006 Strip Black Jack.1.25 

X008 Naughty Nips 1 .2.50 

X009 Naughty Nips 2 .2.50 

X010 Naughty Nips 3 .3.75 

X011 Naughty Nips 4 .3.75 

X012 Naughty Nips 5 .2.50 

X013 Naughty Nips 6 .2.50 

X014 Naughty Nips 7 .9.99 

X015 Naughty Nips 8 .9.99 

X016 Naughty Nips 9 ... 

X017 Naughty Nips 10 .9.99 

X018 Naughty Nips 11 .9.99 

X019 Easy Access 1.9.99 

X020 Easy Access 2.9.99 

X021 Easy Access 3.9.99 

X022 Easy Access 4.9,99 

X023 Easy Access 5.9.99 

X024 Easy Access 6.9.99 

X025 Easy Access 7.9.99 

X026 Easy Access 8.9.99 

X027 Easy Access 9.3.75 

X028 Easy Access 10.3.75 

X029 Easy Access 11.3.75 

X030 Easy Access 12.3.75 

X031 Easy Access 13.3.75 

X032 Easy Access 14.3.75 

X033 Easy Access 15.3.75 

X034 Easy Access 16.3.75 

X035 Easy Access 17.3.75 

X036 Easy Access 18.3.75 

X037 Easy Access 19.2.50 

X038 Easy Access 20.2.50 

X039 Easy Access 21.2.50 

X040 Easy Access 22.2.50 

X041 Easy Access 23.2.50 

X042 Easy Access 24.2.50 

X043 Easy Access 25.2.50 

X044 Easy Access 26.2.50 

X045 Easy Access 27.2.50 

X046 Easy Access 28.2.50 

X047 Easy Access 29.2.50 

WINDOWS UTILITIES 

WU001 Meta Mouse For Windows.1.25 

WU002 Paper Saves For Windows.1.25 

WU003 Sales Forecast Pro For Win ....1.25 
WU004 Printes Apprentice For Windows1.25 
WU005 Gorins Organizer For Windows..1.25 

WUOOBJamware Icons .1,25 

WU007 Year At Glance & Elephant Ciock1.25 

WU008 Top Draw.1,25 

WU009 W-morph.1.25 

WU010 Windows Srseensaver Voll ..1.25 
WU011 Windows Srseensaver Vol 2 ..1.25 
WINDOWS DESKTOP 

WD001 Big Desk V2.30.1.25 

WD002 Bar Clock .1.25 

WD003 Arrow Smith V1.00.1.25 

WD004 Animouse.1.25 

WD006 All The Time For Windows.1.25 

WD007Accuboard VI.00 .1.25 

WD008 A4 Calculator V3.00.1.25 

WD009AccClip V3.1.1.25 

WDOIOAuto Raise .1.25 

WINDOWS FILE TOOLS 

WT001 Card Conversion V0.6.1.25 

WT002 Arc Master VI,4.1.25 

WTOOSArchon VI.1.1.25 

WT004 Archiver V2.2.1.25 

WTOOSFile Works Vl.1 .1,25 

WT006 File Tools V2.0.1.25 

WT007 File Locker V2.3 .1.25 

WT008 File Killer.1.25 

WT009 File Finder V2.1 .1.25 

WT010 Diskette Utility V2.4.1.25 

WT011 Disk Hog Finder V1.1.1.25 

WT012 Clean Up V2.0.1.25 

WT0013CcZip .1.25 

WINDOWS WALLPAPER 

WP001 Aeroplane .bmp Files .3.75 

WP002 Space .bmp Files.4.99 

WP003 Fish .bmp Files.3.75 

WP004 Fractals .bmp Files.4.99 

WP005 Earth .bmp Files.3.75 

WP006 Jets .bmp Files.6.25 

WINDOWS EDUCATIONAL 

WE001 123 Learn.1.25 

WE002 Just For Kids .1.25 

WE003 Look And Listen Abe.2.50 

WE004 Look And Listen Animals .2.50 

WE005 Look And Listen Dinosaur.2.50 

WE006 My Colouring Book.1.25 

WE007 Faq On Windows Programming 1.25 

WE008 Faq On Windows.1,25 

WE009 Faq On Mathematics.1.25 

WEOIOThe Holy Bible For Windows.3.75 

WINDOWS OVER 18's 

WX001 Xotic Xtasy 1 .4.99 

WX002 Xotic Xtasy 2.2.50 

WX003 Xotic Xtasy 3.2.50 

WX004 Xotic Xtasy 4.2.50 

WX005 Xotic Xtasy 5.2,50 

WX006 Xotic Xtasy 6.3,75 

WX007 Xotic Xtasy 7.3.75 

WINDOWS FONTS 

WF001 175 True Type Fonts A.6.25 

WF002 270 True Type Fonts B.7.50 , 

WF003 270 True Type Fonts C.8.75 

WF004 132 True Type Fonts D.4.99 

WF005 176 True Type Fonts E.6.25 

WF006 161 True Type Fonts F.4.99 

WF007 134 True Type Fonts G .4.99 

WF008 149 True Type Fonts H.4.99 

WF009 056 True Type Fonts I .2.50 

WFOlO 029 True Type Fonts J.1.25 

WF011 088 True Type Fonts K.3.75 

WF012 182 True Type Fonts L.6.25 

WF013 212 True Type Fonts M.6.25 

WF014 129 True Type Fonts N .4.99 

WF015 110 True Type Fonts 0 .3,75 

WF016 274 True Type Fonts P.8.75 

WF017 004 True Type Fonts Q .1.25 

WF018 253 True Type Fonts R.7.50 

WF019 253 True Type Fonts S.7.50 

WF020 144 True Type Fonts T.6.25 

WF021 092 True Type Fonts U .3.75 

WF022 064 True Type Fonts V.2.50 

WF023 088 True Type Fonts W.3.75 

WF024 040 True Type Fonts X.1.25 

WF025 012 True Type Fonts Y.1.25 

WF026 016 True Type Fonts Z.1.25 





































































































































































































































































































































































f you suspect you’ve 
heard about this 
game before, you’re 
right — you have. Treat yourself to a 
sticky bun. The Amiga version of 
Combat Air Patrol (CAP) was released 
over two years ago, which helps to 
explain a couple of things about its 
newly-released PC cousin. 

For starters it feels out-of-date, both 
in terms of technology (it’s a standard 
flight sim with souped-up graphics) and 
subject matter (the Gulf War, topical 
four years ago but hardly on everyone’s 
lips now). Secondly, it doesn’t compare 
particularly well to recent ground¬ 
breaking releases, such as Electronic 
Arts’ US Navy Fighters (USNF). 


This isn’t automatically a bad thing. 
USNF looks fantastic, but the hardware 
needed to cope with it is available to 
very few. While CAP runs like a slug on 
a 33MHz 386, the vast majority of 486 
owners will have little trouble with it. 

The storyline claims historical 
authenticity, and certainly the most 
demanding part of the game, the 
Campaign, follows the course of the 
whole Gulf War. Forget this for a 
minute, though. Basically, you’ve been 
assigned to the US Navy aircraft carrier 
Roosevelt, you’ve got the pick of two 
planes (yes, you’ve guessed it, the F-14 
Tomcat and the F/A-18 Hornet), and you 
start life as a rookie. 

After logging on to the pilot roster 
you’re given a choice of Instant Action, 
Training, Single Mission or Campaign. 
Instant Action chucks you up in the sky 


and lets you get on with it, but if you’re 
new to flight games or a klutz with the 
keyboard, you’re better off starting with 
Training. This leads you through eight 
flight and weapons scenarios from a 
simple daytime landing approach to a 
night-time airstrike on ground targets. 

Once you’re comfortable inside the 
cockpit, you can take on the dozen or so 
Single Missions. These range from raids 
on trains, bridges and oil rigs, to SCUD 
interception and convoy strikes. A par¬ 
ticularly useful feature here allows you 
to choose between playing the full mis¬ 
sion from launch to landing, or starting 
halfway when your fighter is already 
over the intended target. 

Long-term playability is down to the 
Gulf Campaign. This leads you through 
the war day-by-day and lets you decide 
which missions you want to take. The 



The map room and the mission briefing room, in ail 
their rendered 3D glory. 


Alex Simmons climbs 
into the cockpit and 
seeks out Saddam in 
Psygnosis’ flight sim. 


otherwise miserable presentation perks 
up here with saveable games, detailed 
briefings, weather reports, radar info 
and an arming screen. If you decide 
you’re too chicken to kick some 
Saddam ass that day you can even call 
off sick: do this too often, though, and 
you’ll end up with a discharge. Of 
course, this won’t bother you if people 
already call you Captain Cowardy 
Custard or Wild Bill Yellow Belly. 

By now you’re probably only inter¬ 
ested in one thing: how does it fly? The 
answer is: pretty well. I found a combi¬ 
nation of joystick and keys a bit more 
fiddly than using the keyboard alone, 
but in both cases the responsiveness is 
very good. I can’t say I noticed an awful 
lot of handling differences between the 
two planes in flight, but a spot-the-dif- 
ference competition isn’t your primary 
concern when you’re zipping along a 
valley bottom or engaging the enemy. 

The dogfights, air-to-ground and 
ground-to-air combat sequences are 
good fun without being particularly 
stunning or original. The arming screen 
gives you about twenty weapons and 
other goodies to strap onto your fighter 
pre-launch, including missiles, lasers 
and fuel tanks. It isn’t vital that you 
know each piece of hardware intimately 



Although CAP is not quite as flashy as other flight sims around, small details, such as this illuminated 
cockpit display during a night flight, add to the game’s appeal. 




If you get lost, badly damaged or just bored, you can always eject from your plane and live to fight another 
day. Don’t expect a warm welcome back on the carrier, though. 


CAP’S a flight sim, so naturally you get more views than are useful. As well as the usual internal, external 
and weapons views, it also boasts a ‘virtual’ cockpit and a variety of target and air-to-ground perspectives. 


































Pick a mission, any mission, and you’ll be whipped 
off to the arming screen quicker than you can say 
“Falafel”. Eighteen goodies are up for grabs and 
there’s a default selection for the easily confused. 



^ On the Roosevelt’s flight deck you decide that 

^ Virtual Cockpit mode is the view for you. When 


you’ve stopped messing around with the fancy fea¬ 
tures, you might consider taking off. 



This is your target, one of Saddam Hussein’s trusty 
trains. It may look cute as it trundles happily 
along, but it must be destroyed at all costs. Don’t 
ask why — just do it. 



After chewing your nails for a few minutes you 
finally home in on the enemy’s evil engine and 
unleash your payload. “That train’s going nowhere. 
Mister Hussein!” you cry, stupidly. 



Back on the carrier a debriefing gives you edited 
mission highlights. Toffee popcorn is unavailable 
for this performance, but you get plenty of time to 
gloat over your success. 



Texture-mapped, Gouraud-shaded graphics are almost obligatory for modern flight sims. Though sparse, 
these are as good as any you’ll find in rival games. 



The presentation is occasionally impressive but, as this simple VDU display shows, it can also be a touch 
on the rudimentary side. 


though, since the planes’ handling 
capabilities allow even novice pilots to 
show off with fancy manoeuvres and to 
enjoy a vicious scrap at 10,000 feet. 

A flight sim without a strong tactical 
element is like Torquay United’s 
chances of winning the Premiership: 
unrealistic. CAP prides itself on accura¬ 
cy, with around 11,000km of road and 
rail networks allegedly recreated from 
actual Desert Storm charts. However, 
you aren’t swamped with masses of 
data and endless briefing screens, and 
this will disappoint sim buffs. The Gulf 
Campaign relies to some extent on your 
achieving the right objectives at the 
right time, but every other part of the 
game lets you get on with the action. 



...US Navy Fighters. Electronic Arts’ 
SVGA flight sim also gives you a 
choice of F-14 Tomcat and F/A-18 
Hornet, but adds a few more planes to 
boot. Its superlative graphics are real¬ 
ly only suitable for Pentium users, but 
fifty missions and a huge range of 
options (including a DIY campaign edi¬ 
tor and less greedy graphics modes) 
mean that 486 owners can take a 
peek, too. 



As you would expect, CAP also offers 
a range of internal and external views, a 
zoom feature, special effects such as 
cockpit illumination, and a nifty mission 
debriefing section — but none of these 
frills are as important as the look and 
feel of the action. The impression you 
get is that this could have been a very 
good game indeed, but isn’t quite. 

For example, the texture-mapped 
graphics can be stunning or sparse 
depending on where and how you’re 
flying. Psygnosis claim that there are 
over 1,000 different types of target in a 
massive warzone, but much of it is 
empty and many of the targets aren’t 
that interesting to look at. The missions 
are great as far as they go, but there’s 
no multi-player link, there are no DIY 
campaigns, and the choice of two 
planes is miserly. It may be accurate, 
but it tends to confirm the feeling that 
CAP doesn’t quite have enough options. 

If there wasn’t such fierce competi¬ 
tion among flight sims at the moment, 
CAP would stand out. Unfortunately, 
releases such as USNF beat it soundly 
in almost every department: graphics, 
sound, presentation, options, number 
of planes, variety, and so on. There are 
two areas in which CAP scores better 
than its rivals, though. For one thing, 
it’s relatively cheap (a fact reflected in 
the mark awarded); for another, you 
don’t need a Pentium to play it. 

There are more sensible reasons for 
buying the game than this, of course. 
The graphics are still pretty special 
despite what you might have seen else¬ 
where, with some stomach-churning 
terrain features, good use of shading to 
create a believable sense of distance. 



The menu screen, which is based around a fully- 
rendered aircraft carrier deck, is nicely done. 



All of the missions start off on the flight deck of 
your aircraft carrier. 



Flying this close to the ground is not advisable, 
unless you have a deathwish. 


and smooth, realistic plane designs. 
Forget the graphics, forget the price 
and forget the opposition: CAP has 
enough going for it in gameplay 
terms to deserve your attention. 




































































stone Prophet is a pretty standard first-person RP6, and if you’ve played a few games in the 


The good news; the CD boasts a cinematic 
introduction sequence. The bad news: it’s 
a mite jerky, badly acted and a bit dull. 


The Secret Of Success 


irst-person 3 D RPGs 
really began with 
Dungeon Master and 
reached a peak a couple of years ago 
with the Ultima Underworld series. 
Probably realising that they couldn’t 
achieve anything truly original within 
the hack-’n’-slash fantasy genre, 
programmers branched out. The 
result? Doom and its clones, which 
took the format to new heights. 

Ignoring this general trend, SSI have 
produced Stone Prophet, a vague ‘sort- 
of-sequel’ to last year’s Ravenloft: 
Strahd’s Possession. As a concept, the 
game is caught somewhere between 
the block-scrolling Eye Of The Beholder 
and the visually stunning Labyrinth Of 
Worlds — but don’t let this deter you. 
It’s also a polished, enjoyable dungeon 
hack with a strong statistical base. 

Experienced adventurers can proba¬ 
bly predict the rest, but for everyone 
else this is what you get. First off, 
there’s a detailed rule book. You’re 
unlikely to read it from 
cover to cover unless 
you’re barking mad, but 
it’s useful for explain¬ 
ing the finer points 
and is there when you 
need it most. 

In conjunction with 
the hackneyed, pseudo- 
medieval intro sequence, 
it also provides the obliga 
tory plot. This tries (and fails) to 


tantalize you with a mysterious disease 
and some fancy names, so I won’t both¬ 
er you with it. Let’s just say there’s a 
strong Egyptian theme, and you have to 
mess about in a desert before leaping 
down a well into a nifty labyrinth. 

All the standard dungeon game ele¬ 
ments are here and they are all very 
professionally done. The action kicks 
off with a detailed character generator 
which allows you to determine gender, 
race, class, alignment, statistical attrib¬ 
utes and what your hero looks like. 
You begin with two characters 
and, as you might 
expect, a balance of 
skills serves you 


best. Once you’re happy with your dar¬ 
ing duo, it’s time for action. 

The interface is very similar to that 
used in the Ultima Underworld games 
from Origin, which makes it simple but 
effective. Everything is controlled with 
the mouse (movement, combat, spells, 
object selection), or a combination of 
mouse with keys. At first it’s fiddly 
working out which button you should 
click and getting used to the screen’s 
hot spots, but unless you’re a complete 
dweeb you’ll soon appreciate the sys¬ 
tem’s ease and flexibility. Typical of this 
is the resizable viewing window — you 
don’t need it if you’ve got a fast 
machine, but it’s a nice touch. 

Apart from the main screen with its 
3D window and character portraits, 
there’s only one other major feature 
you have to deal with: the inventory. 
This is particularly well designed, strik¬ 
ing a good balance between ease-of- 
use and complexity, with most informa¬ 
tion only a couple of mouse clicks away. 


same genre the initial exploration won’t tax you. Take this little sequence, for example... 


Fantastic first-person 


role-playing action? 


Sadly, er, no. David 


Upchurch reckons he’s 


seen it all before. 







(Top & Above) There are plenty of ways to discover 
new locations in Stone Prophet. Doors and tele¬ 
ports are just two of the more obvious methods. 
Leaping down wells, falling down pits and tripping 
magical switches can also do the trick. 

(Above right) Although it’s hardly original, the 
automapper is very thorough, showing you what 
you’ve missed and letting you add text. 



Having just zapped a couple of overgrown toads, 
you race around the corner and find a switch on the 
wall. You press the switch, expecting the gate 
ahead to open. 



But no! The gate remains closed and the wall 
opens up instead, in classic well-would-you- 
believe-it fashion. Not one to ignore the chance of 
entering a secret room, you venture forth. 



As you can see, the last hero in these parts got 
spiked. His grisly end is your good fortune, though 
— he kindly dropped half a dozen useful objects 
for you to collect and keep. 



With a laugh and a wink to fate, you drop each item 
individually into your inventory. Things are getting 
a bit crowded in here. Maybe you should look for 
someone else to share the load? 





















































(Below) If you’re looking for traditional ‘My turn, your turn’ combat sequences, you won’t be disappointed 
by Ravenloft — it’s got ‘em by the bucket-load. 




(Below) If you don’t like SSI’s default two-man party, the character generation screens let you create your 
own from scratch. Bearded chaotic dwarfs with attitude are ready and waiting. 



(Below) You begin the game with two characters 
but your patty can cope with a max of four. This 
refugee will join you with a little persuasion. 

















...Labyrinth Of Worlds. The second in 
the Ultima Underworld series is still 
one of the best first-person fantasy 
RPGs around, despite being nearly 
three years old. Varied gameplay and 
great variety in monsters, objects, 
magic and missions are features it 
shares with Stone Prophet — but over¬ 
all Labyrinth is a smoother, more 
interesting and more atmospheric 
experience. 


The programmers have also managed 
to cram all four characters’ inventories, 
their stats and their magical abilities all 
onto one screen — no mean feat. 

Once you’ve understood the basics 
of keeping your adventurers alive, you 
can start to do some serious exploring. 
Stone Prophet’s terrain is a good mix¬ 
ture of claustrophobic labyrinths and 
wide open spaces, and for both the 
automapper is invaluable. Apart from 
letting you make your own notes which 
can be saved and printed, it also shows 
you what you might have missed. Don’t 
be deceived by a patch of land or dun¬ 
geon which appears to contain nothing 
of interest. Consulting the map can 
reveal objects, an illusory wall, or a trap 
door nearby. 

The automapper also displays the 
locations of all the monsters. There are 
over two dozen hostile creatures lurk¬ 
ing in the Stone Prophet gameworld, 
ranging from simple zombies, vultures, 
fire-spitting toads and snakes to savage 
minotaurs and manscorpions, unpre¬ 
dictable pyre elementals and gruesome 
shadows. It’s not a huge collection of 
adversaries and the lack of variety 
sometimes shows, but their quantity 
and toughness more than make up for it 
later in the game. 

Combat is a simple point-‘n’-click 
affair in which your characters and their 
foes rapidly take turns to inflict heavy- 
duty damage on each other. Over forty 


different types of weapon and armour 
can be found and there are over a hun¬ 
dred spells and magical abilities to 
make use of, so it’s not such an awe¬ 
some task. Naturally, most skills are 
only available if you have enough expe¬ 
rience, but the more you fight the more 
proficient you become. 

Even if your characters die as a 
result of their encounters with the 
undead, it isn’t necessarily that major a 
catastrophe. Resurrection spells bring 
new life to an old corpse and fresh char¬ 
acters can be added to your party at 
fairly frequent intervals. Prevention is 
obviously better than cure, though, and 
there are plenty of healing potions, 
salves and opportunities for rest to 
keep you healthy. 

There’s a whole lot more to the 
game than I’ve managed to cram in so 
far, including encounters with non-play¬ 
er characters who engage you in short 
missions, special features such as the 
ability to fly, and a whole range of puz¬ 
zles involving switches, pressure pads, 
traps, pits, false walls and keys. None 
of this is particularly original, but it’s 
kind of comforting. 

The graphics and sound are equally 
unspectacular by today’s standards. 
Stone Prophet’s dungeon graphics have 
the look and feel of a game released a 
couple of years ago — that is, while 
they’re not outstanding, they’re still 
pretty good. The sound is a bit more 
troublesome. I can usually stomach 
hackneyed writing if it simply appears 
as text on screen, but the CD adds the 
dimension of speech. For me, because 
of some stereotypical acting and the 
sometimes laughable dialogue, this 
‘added dimension’ is a drawback. 

If you’ve played Ravenloft: Strahd’s 
Possession, there’s much — in fact, a 
lot — here that will be familiar to you. 
The interface, inventory system and 
character stats are very similar. If 
you didn’t like any of these features 
first time around, give Stone 
Prophet a try anyway, 
because it’s a 


slightly better game. The action has 
been tweaked to produce a more com¬ 
pact role-playing experience, and the 
atmosphere is radically different. 

If you haven’t played the first game, 
ignore it and play this. It isn’t the most 
sensational RPG on the market and its 
graphics are beginning to look a little 
dated, but the game design is very good 
indeed. I’ve given it a decent mark 
because I can play first-person 3D fan¬ 
tasy RPGs until my head falls off. If 
you’re heartily sick of the genre and 
can’t face another hack-and-slash 
adventure, the advice is simple: 

Avoid it. '^5/ 


RAVENLOFT: 
STONE PROPHEr 









































































































David Upchurch can*t 
shake off a nagging 
feeling of dija vu as 
he plays GameTek’s 
space trading sequel. 


t’s inevitable that 
people will argue 
over what makes a 
‘good game’, but I don’t think there’s 
ever been a release that’s divided 
public opinion quite so much as David 
Braben’s Frontier. It was, of course, 
the long-awaited sequel to the 8-bit 
classic. Elite, and for every gamer who 
raved about it and proclaimed it a clas¬ 
sic, there was another who denounced 
it as a disappointing turkey. 

Well, now here’s Frontier: First 
Encounters, and no doubt the argu¬ 
ments will begin all over again. 
Unsurprisingly, the basic structure of 
the game is the same as always — you 
start off with a handful of credits and a 
feeble, under-powered spaceship, and 
your aim is, well, you decide. First 
Encounters offers you a vast game uni¬ 
verse that you’re free to explore and 
exploit as you wish, and you can 
attempt to become anything from the 



galaxy’s wealthiest trader to the pirate 
scourge of the spaceways. 

Unlike Frontier, which gave you a 
choice of three initial launch points to 
begin playing from. First Encounters 
has just one — a nasty little planet 
residing the arse-end of nowhere, 
where lawlessness is rife and dogfights 
with unscrupulous rivals are inevitable. 
The ship-to-ship combat was one of 
Frontier’s weaker elements, and the 
good news is that it’s been improved no 
end for First Encounters; it’s no longer a 
case of ‘zap the pixel’ — now you actu¬ 
ally get to see the enemy ships up close 
as they weave around. I still wouldn’t 
say the combat is on a par with TIE 
Fighter’s in the excitement stakes, but 
it’s a step in the right direction. 

However, although this non-stop 
combat makes for an exciting opening 
to the game, it can also makes for a very 
frustrating one — unless you’re a 
skilled pilot, you’ll often find yourself 
getting blown up almost as soon as 
you’ve taken off. Frontier veterans will 
probably have the good sense to hyper¬ 
space to a safer area of space before 
they begin proper play. 

As you travel from planet to planet, 
trading goods, battling enemy ships 
and slowly amassing enough cash to 
upgrade your ship’s systems and 
weaponry, it’s hard not to feel that 
you’ve seen and done it all before. 
Apart from the improved combat sys¬ 
tem, First Encounters’ only other major 
enhancement lies in its graphics; the 



light-sourced ships, space stations and 
planets look far more impressive than 
they ever did in Frontier, although the 
texture mapping is still a little rough 
and grainy-looking. 

True, minor tweaks have been made 
here and there to improve playability — 
for example, when you enter a system, 
you can now call up a list of potential 
landing sites and select a destination — 
and there’s a whole warehouse full of 
new equipment to purchase and a 
rogue’s gallery of enemies to fight, 
including the mysterious alien 
Thargoids, but even so the feeling 
remains that this is Frontier Version 1.2 
rather than a true sequel. 

That’s not to say that First 
Encounters is a bad game — certainly, if 
you’re a newcomer to the world of Elite 
and Frontier then this is by far the best 
in the series. However, any old Frontier 
pros are likely to come away feel- 
ing slightly disappointed. 


(Above) First Encounters’ overhauled ship-to-ship 
combat system is much better than Frontiers’, and 
brings back all those happy memories of the tense 
dogfights in the original Elite. 



Frontier’s old, er, ‘idiosyncracies’. For instance, if 
you take off from London and tell the autopilot to 
take you to Sydney, it will wisely try and fly you 
through the middle of the planet. Doh! 



FRONTIER: 
FIRST ENCOUNTERS^ 



First Encounters'^^ 
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As you flit between the various areas onboard the space stations, you’re greeted by an assortment of 
appalingly bad actors in brief animated video clips. Luckily, you can opt to turn them off. 


lid Blaikelk StmKmarkEt 


■' jf p-FrcicstiSver' 

r'vB’H nnimal Meat 
H W., BynttietiE Meat 
ISf'WH'itpnr 
li" P' MEriiEjnes 
^ ■ fJ-ff-fertilizEr 
Iff Flnlmal Bkins 





(Above) Each of the several million planets in First 
Encounters has its own unique terrain that you can 
fly over. However, although this sounds nice in the¬ 
ory, in practice it’s actually pretty boring. 

(Below) Incoming messages are printed down in the 
bottom-right corner of the screen — unfortunately, 
however, they often obscure the icons on the con¬ 
trol panel, it’s annoying, but you get used to it. 



33MHz 386, VGA, qMb RAM, CD-ROM 
drive and mouse. 

- 

Joystick; Sound Blaster soundcard. 


THE GOOD... 

* Total freedom to carve your own des¬ 
tiny in a vast galaxy. 

* Much-improved and extremely satis¬ 
fying combat system. 

* The Thargoids are back — hoorah! 

...AND THE BAD 

qt Not that different to Frontier or, 
indeed. Elite. 

qi The going can be very tough at first. 
qi The ‘multimedia’ enhancements are 
embrassingly bad, as is the sound. 













































> > > 








*Fun School is back mth 
a vengeance ♦♦♦ brilliantly 
conceived, inventive 
and humorous ♦♦♦ 


wrote Matthew Richards in 
the March issue of PC Plus 

‘The first thing that strikes you about 
Fun School in Dreamland is the quality 
of the program’s illustration. It’s 
gorgeous... 

’Click one of the icons in almost any 
other program and you’d simply be 
dumped in the relevant activity, in 
Dreamland you're transported through 
a richly coloured fractal vortex that 
swirls into the dream of your choice. 

‘It all sounds slightly freaky, but the 
effect is stunning and is yet another 
step in setting the high quality tone of 
the program. 

‘The design is excellent, and there is 
a unique, fresh and original look to the 
program. Overall, it’s a dream’. 


PC Plus awarded Fun 
School in Dreamland 
10 out of 10 - and 
gave it the coveted 


• Three new titles are In the latest range: Fun School 
In Dreamland (4-7 years), Fun School In Space (6-9 
years), Fun School In Time (8-11 years) 

• Core subjects covered: English, 
maths, science, ecology and 
geography (five games In 
each pack). 

Recommended retail price: £ 29.99 

Available on: PC CD Rom & Floppy 



C H 


SPEC 


Minimum requirements:- 
386 DX 33Mhz, 4Mb RAM, 1Mb SVGA card and 
monitor, 1X3S 3.0 or above, hard disk, and MS 
compatibie mouse. 

Sound cards supported: 

SoundBlaster Pro, SoundBlaster 16 and compatibles. 
Video cards: 

Cirrus Logic, Trident 8900 A/B/C, S3, Tseng 4000, 
Western Digital. 


uro 


O F T W A R E 

Europa House, Adlington Park, 
Macclesfield, SK10 4NP 
Tel: 01625 859333 
Fax: 01625 879962 




















and sound effects are amusing, and the 
whole package (including some bits 
and pieces in the box and a helpful 
manual) has been well designed to 
appeal to children. Ultimately, what you 
get from the Workshop depends on 
what you bring to it, and if you’re at all 
turned on by experimentation and 
invention, the possibilities are 
almost endless. \^/ 


WIDGET WORKSHOP 


Maxis/In-House 


(0171) 490 2333 


£34.99 OUT NOW 

MINIMUM SPEC 


25MHz 486 with 3Mb hard disk space, 
VGA, 4Mb RAM, Windows 3.1, mouse, 
double-speed CD-ROM drive. 


ALSO SUPPORTS 


All Windows-compatible soundcards. 


89% 


THE GOOD... » 

* Colourful, humorous and fun. 

* You can create whatever you like. 

* An interesting introduction to sci¬ 
ence. 


...AND THE BAD 
• The subject-matter and quirky style 
won’t appeal to everyone. 

% Needs a lot of work to get significant 
rewards. 


cational tool maybe? 
Whatever it is, David 
Upchurch checks out 
Maxis* doodah. 


Widget Workshop’s strongest feature is its quirky sense of humour. This isn’t just reflected in the graphics 
and sound, but also in its choice of subjects, which will appeal to kids. 


Even without the manual and on-line help, watching how the preset widgets work can assist you in con¬ 
structing your own. They also help you grasp some simple scientific ideas. 


Is it a game? An edu- 


you to play around with and 25 puzzles 
for you to solve. The ready-to-use wid¬ 
gets include a grandfather clock, a 
device for converting people years to 
dog years, an ESP tester, a sine/cosine 
graph calculator and a slot machine. 
The puzzles start with a simple connect¬ 
ing task which proves that white can be 
made by combining red, green and 
blue, then builds up to poem writers, a 
dog barking machine and a probability 
device based on coin-flipping. 

Once you’ve understood what each 
part does and how to connect them to 
create successful, working machines, 
you’re limited only by your imagination. 
This is a brief list of some of the tools 
you can play with, but it will give you an 
idea of what you can do: Timers (stop¬ 
watch, digital clock or metronome). 
Switches (including a dynamite plunger 
and all kinds of splitters). Number Parts 
(counters, totallers, AND/OR func¬ 
tions), text (allowing you to embellish 
your creation). Sounds (various assort¬ 
ed effects). Displays (light bulbs, 
colour mixers and strip charts), and 
Special Parts (including a gravity cham¬ 
ber, a pendulum and a solar system). 

Once you start making your own 
widgets it’s hard to stop. You need to 
put in a lot of effort to make something 
special and you need a fair amount of 
creativity and a logical brain to fully 
exploit the Workshop’s potential, but 
there’s also plenty here for idle dab¬ 
blers to while away the hours with. 
Once you’re pleased with your inven¬ 
tion, you can print the design or save it 
to disk as a stand-alone piece of soft¬ 
ware which you can give to a friend. 

None of this is as heavy or serious as 
it might sound. Above everything else. 
Widget Workshop is fun. The graphics 


Make this any number but 


Oscillators 


Here are two ways of making whal are technically known as 
"bistable multfvHirators". What they do is raally simple: 
they switch from one value to another and back again, as fast 
as they can on your computer. Use these when you want a 
widget (or part of one) to count or switch or whatever as 
fast as posidble. 


This output will switch from Q 
to whatever the other number 
is. 


review 


’ve never played 
anything like this 
before and I doubt 
that you have, either. It’s not really a 
game, or an educational release, or a 
utility, or a construction set — it’s all 
of these things put together. Maxis 
describe it as ‘the digital equivalent of 
a nutty professor’s laboratory’, which 
is better than any definition I can come 
up with. Incidentally, if you’re a nutty 
professor and you’re reading this, 
please accept my apologies. 


There’s one thing that needs clear¬ 
ing up first: what exactly is a widget? 
Basically, it’s any machine, puzzle, 
experiment or invention you can create 
using the Widget Workshop. The 
Workshop contains the kind of bits and 
pieces you might find in a Meccano set, 
a basic computer, a synthesiser or an 
electronics kit — plus a whole lot of 
others. What you have to do is stick the 
pieces together to create something 
that’s useful, amusing, puzzling, or 
(preferably) all three. 

To give you a better idea of the 
things you can create yourself. Maxis 
provide ten up-and-running widgets for 
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ZIG-ZAG" 


Alex Simmons is stuck 
for words with QQP’s 
puzzle game. 


I have seen some very bizarre games 
in my time, but this surely takes the 
crown of the Strange But Sad Award 
1995 . Zig-Zag is a word game that is 
very difficult to describe, but here 
goes anyway. Running in Windows, at 
the top of the screen is a four-to-seven 
letter word which you have to guess by 
picking letters at random. If the 
chosen letter is in the word, you’re 
awarded points so the more you score, 
the closer to the word you are. This 




Zig-Zag 


wouldn’t be so bad, were it not for the 
fact you have just a few guesses to 
find the right word. Do so and Captain 
Zig-Zag jumps up and down with glee, 
otherwise he’ll insult you before walk¬ 
ing off-screen. 

Basically you keep hunting down 
letters until either you correctly guess 
the word and score lots of points, fail to 
get the find the letters before running 
out of space or you get so bored with 
the game that you go and do something 
interesting, like picking the fluff from 
your belly-button! 

Personally I think the latter is more 
likely to occur, and I’ll admit that when 


I first saw this game I thought that it 
was a budget educational title aimed at 
kids. But it happens, this is a full price 
title and is supposedly a fun game — 
yeah, right. Okay, so the various quest 
games and backdrops add some variety 
but in essence the game is almost 
exactly the same throughout. 

It doesn’t help that the graphics are 
appalling either, and for over thirty quid 
this really is a rip-off. I reckon you’re 
better off stick with the games that 
already come with Windows, namely 
Minesweeper and Solitaire — they’re 
free and are a damn sight more 
fun to play. 







(01260)299909 



THE GOOD... 

* Urn, the box does make a rather 
attractive door stop. 

• Some of the backgrounds are okay. 

...AND THE BAD 


% It really is an incredibly boring 
game. 

« £35? You’ve got to be joking. 

* Shall I continue? 



With just one home 
run in it, Alex 
Simmons runs for last 
base with Hardball 4. 


Over the years, many people have 
tried to convert God knows how many 
different sports to the PC. A few have 
succeeded because the sport in ques¬ 
tion worked well on the home comput¬ 
er format, but there are many sports 
that don’t adapt particularly well at 
all. Baseball is one of them. Why? 
Probably because of the fact that hard¬ 
ly anybody plays baseball in this 
country. Can you imagine trudging 
down to the local stadium to watch the 
Liverpool Scousers go nine innings 
with East Ham Cockneys? No, I didn’t 
think so. 

HardBall 4 tries extremely hard to 
inject life into what could easily be a 


Hard Ban 4 

dreary simulation, by using spoken 
commentaries from Al Michaels (who? 
— Dave) and also the includes all the 
actual playing stats of the every team in 
the league (although this is probably 
only interesting if you’re American or 
have a fetish for numbers). 

However, these features are seri¬ 
ously overshadowed the game’s 
biggest flaw — the control system, 
which incredibly unresponsive so trying 
get the split-second timing needed to 
hit the ball AND control the direction is 
virtually impossible. Add to this the fact 


that most of the fielders are total gimps 
for fielders (often running in the wrong 
direction) and it doesn’t take long to 
tire of this tedious sport. 

Technically it’s well programmed 
and all the facts and stats are accurate, 
but while there isn’t enough full control 
of your team to call it a management 
sim, the action is too limited to qualify 
HardBall 4 as an out and out sports 
game. As much as I’d like to say other¬ 
wise I can only be recommend this to 
real baseball freaks who crave a 
fix of bat-swinging action. 
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What do you get if you 


cross a good strategy 


game with a terrible 


combat system? David 


Upchurch, as ever, has 


the answer. 





Cracking opening these crates is just one way to pick up fresh supplies. Let’s hope you find some ammuni¬ 
tion though because your stock is running frighteningly low. 


ven if you don’t 
intend to buy this 
game you should 
read the stuff they put on the back of 
the box — it’s a real laugh. These are 
just some of the claims it makes: the 
ultimate sight and sound extravagan¬ 
za... incredible role-playing action... 
intense turn-based combat... heart¬ 
stopping suspense... spectacular digi¬ 
tized sound... frustration-free play. 
Surely I’m playing the wrong game? 
No? Oh dear. 

Actually, jagged Alliance is a bril¬ 
liant strategy game — or more accu¬ 
rately, it could have been a brilliant 
strategy game, were it not for the 
incredibly monotonous turn-based 
combat system. 

But before I tear the game apart, let 
me just divluge the plot. The action (or 
rather lack of it) is set on the imaginary 
island of Metavira, home to the Fallow 
tree. This tree produces a vital (and, as 
it happens very valuable) medicinal 
sap, the supplies of which are con¬ 
trolled by Santino, a ruthless lunatic 
with a power fixation. He’s prevented 
the sap from being exported unless he 
gets wads of cash in return, so it’s your 
job to gather a gang of mercenaries to 
stop his plans while maintaining a 
steady flow of sap. 

What this boils down to is a strategy 
game with role-playing elements, good 
sound and graphics and a strong sense 


of realism. Metavira is partitioned into 
sixty sectors, and when you land on the 
beach on Day One Santino controls 
fifty-nine of them. The action takes 
place over the next few days, during 
which time you have to seize control of 
the sectors one by one. This isn’t very 
difficult at first, but the more territory 
you capture the more sap you have to 
worry about. It soon becomes a hectic 
balancing act. 

You begin with a team of eight mer¬ 
cenaries drawn from a stock of sixty. 
Not all of them are willing to join at first, 
either because the money isn’t right or 
they are too busy, or just because they 
don’t think much of your reputation. 
These meres are Jagged Alliance’s best 
feature: as well as a fair spread of skills 
and equipment, each character has a 
unique personality, their own voice and 
their own way of responding to your 
commands. While most are typical 
gung-ho clowns, some are timid and 
insecure while others are aggressive. 
Hell, there’s even the occasional spine¬ 
less chicken! 

Choosing the right mixture doesn’t 
have much affect on the easiest of the 
three difficulty levels, but is essential if 
you intend to play hard. Some meres 
have mechanical or medicinal skills to 
help with equipment repairs and 
wounds, while others specialize in lock¬ 
picking, gadgets, explosives and shoot¬ 
ing. A few are smarter, healthier, more 
experienced, and more dexterous than 
the rest, but it’s unlikely you’ll be able 
to hire them from the start. 

Unfortunately, many of the Mercs 
also have serious flaws: there are a 


dozen or so duff marksmen, a few real 
dumb-heads, and a couple of charac¬ 
ters who can’t swim. However, keep 
them well away from the front lines and 
out of water and you’ll be fine. 

Gadget fans are well catered for, 
too. Apart from a predictably wide 
range of guns and ammo, jagged 
Alliance also lets you play around with 
radios, explosives, gas masks, bullet¬ 
proof vests, camouflage kits, as well as 
all sorts of hand tools. What your mere 
doesn’t already possess can be found 
concealed in crates, lying on the grass, 
hiding in bushes, or sneakily buried 
under the ground. 

So it’s all been good news so far, but 
remember the flaw I mentioned earlier, 
about the turn-based action at the 
beginning of each sector? The clumsy 


system works something like this: when 
you cross into new territory you have to 
click on each individual character, give 
him instructions, watch him walk a few 
yards (or whatever), and move onto the 
next mere. When you’ve finished with 
your team it’s the computer’s turn to 
shift Santino’s henchmen around. 



Combat is turn-based, which makes encounters 
with the enemy predictable, frustrating and dull. 




Mercs At Work 


Having cleared the area of Santino’s pathetic 
henchmen, you’re free to wander at will. Make sure 
you comb every last inch, and keep an eye out for 
crates. You never know what you might find lying 
in the undergrowth. 


It’s never very long before an enemy leaps out from A couple of your mercenaries were wounded in the 
the bushes and starts shooting at you. Sadly this is assault so it’s time to check the inventory screens 
much less exciting than it sounds; until all your and find out who’s got the medikits. Look after 

opponents are cleared from a sector the action is your squad and you won’t need to spend money on 
all turn-based. costly replacements. 


Metavira is divided into sixty sectors, all but one of 
which Santino controls at the start. Having made a 
teensy amount of progress and pumped bullets into 
a dozen guards, you lead your crack squad into 
new terrain. 





















































As these two map views so reveal the difference between what you know is there, and what your team has 
discovered for themselves so far. As you can see from above, the team have seen very little so far. 
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Your characters are only able to interact with what they can see, whether it’s an object, a building or an 
enemy, judging from the map above you’ve uncovered the whole of the territory. Congrats! 


This system is particularly frustrat¬ 
ing and soulless during combat. The 
brief moments of excitement when you 
see an enemy emerging from the under¬ 
growth are outweighed by tedious 
deployment stages in which your men 
are first allocated orders like chess 
pieces then waiting for your opponent 
to respond. The controls could (and 
should) have been far more flexible, 
and the inclusion of an arcade mode 
would have been most welcome. 

Once you’ve cleared a sector of 


Santino’s chums you’re free to explore 
at will, looking for those valuable items 
that will come in handy later on. If the 
opposition has proved too strong for 
you, you can let the medics heal your 
wounded. If someone dies you can 
always replace them at the end of the 
day — but this is expensive and incred¬ 
ibly bad for morale. 

Apart from exploration and combat, 
the other major aspect of the game is 
earning cash by maintaining the pro¬ 
duction of sap. While your meres are 


stabbing, blasting and hacking enemies 
to death, you can set tappers to work 
harvesting the medicine. As you gain 
the workers’ trust more are willing to 
work for you, but you have to make sure 
they feel secure (by providing guards) 
and are happy with their pay. At the end 
of each day you find out just how badly 
things are going, detailed in a summary 
of personnel losses which picks out 
how many trees are under your control, 
along with a financial brief and an over¬ 
all rating. 

The action is supported by solid pre¬ 
sentation, and while the interface is 
okay, manipulating inventory items can 
be extremely frustrating for beginners. 
In general the graphics are pretty good, 
with over 2,000 frames of animation 
and an interesting intro sequence, 
while the sound is equally impressive, 
thanks to some 4,000 lines of well- 
delivered dialogue. 

As for the control system, it takes 
some getting used to as there are a lot 
of important keyboard options to 
remember, but it all becomes second 
nature and just adds to the overall 
depth of the game. 



...Warcraft. Actually, it’s like nothing 
else currently available, but 
Interplay’s combination of strategy 
and arcade action offers something 
similar. Warcraft is basically a to-the- 
death struggle between Ores and 
humans on a variety of different bat¬ 
tlegrounds. You also get some cute 
voices and sound effects. And control 
of individual characters. And, er... 
that’s it. 




Overall, Jagged Alliance has a lot 
going for it: neatly-defined characters, 
three difficulty levels, save and replay 
options, a good manual, plenty of 
depth, a believable story and the poten¬ 
tial for an engrossing challenge. The 
only problem is, I can’t stand turn- 
based action. It’s slow, frustrating, it 
ruins the atmosphere and — ultimately 
— it seriously marred the game for me. 
However, if you’re the kind of person 
who can cope with dreay my-turn, your- 
turn combat you’ll find a good /^\ 
deal to enjoy here. 
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The floppy games may have been around for ages, but have you seen these all-new enhanced 
versions, squeezed onto CD along with FMV and stereo sound? No? Well, take a look then! 


Alien Breed; Tower Assault^^" 


G radually building up to their PC- 
specific debut this Autumn, Team 
17 are continuing to release conver¬ 
sions of old Amiga games, the latest 
being a CD version of the excellent 
blaster. Alien Breed: Tower Assault. 

Essentially a direct port from the 
CD32 game, it’s pretty much the same 
as virtually any other Alien Breed game 


in that the action is viewed from above 
and that you control either one or two 
gung-ho colonial space marines, rock 
‘ard geezers whose idea of fun is wip¬ 
ing out the streams of insect-like aliens 
that plague each of the colony levels 
they stumble across. 

In terms of gameplay they don’t 
come much simpler than this — all you 


need to survive the onslaught is nifty 
joypad skills and a quick trigger finger. 
Of course, one of the many gun power- 
ups would also increase your chances 
of survival, as will the numerous bonus 
and energy top-ups that are scattered 
throughout each stage. 

Alien Breed: Tower Assault features 
over 50 levels of alien-packed mayhem, 
and because each stage has multiple 
exits the game is far from linear and can 
be completed in many different ways. 
There are also a host of new enemies to 
tackle on top of the usual alien ‘sol¬ 
diers’ and Face-Huggers — cocoon 
aliens and invisible beasties are just 
some of the more deadly enemies the 
two heroes face during the uphill battle 
to recapture the research centre on 
Azarin 2E. 

Best played on a joypad or stick 
(although the keyboard controls aren’t 
too awkward), the CD version comes 
complete with a five-minute intro 
(which is on the whole very good, apart 



from some very dodgy acting) plus 17 
bonus levels, taken from the original 
Alien Breed 2. 

Although simplistic, both visually 
and in terms of gameplay. Alien Breed: 
Tower Assault is a fun shoot-’em-up 
that is perfect for a few hours of mind¬ 
less blasting. What’s more, you don’t 
need a powerful PC to run it. 


Team 17/East Point 
(01924)267776 
£34.99 Out Now 

MINIMUM SPEC 


25MHz 386, VGA, 2Mb RAM and CD- 
ROM drive. 


ALSO SUPPORTS 


Joystick; joypad; Sound Blaster and 
Gravis UltraSound soundcards. 


Overall 79% 


Football Glorv^° 

T he resemblance between Football 
Glory and Sensible Soccer is quite 
astonishing. The pitch is identical, the 
goals are remarkably similar and even 
the tiny players look as though 
they’ve been nabbed from Sensi. In 
fact, it’s virtually impossible to tell the 
two games apart, until you actually sit 
down and play them. 

While Football Glory looks the same 
as Sensible Soccer, the gameplay is 
nowhere near as intuitive or even as 
addictive for that matter. Football Glory 
is packed with more features than 
Sensi though, including a selection of 
spectacular moves including bicycle 
kicks and back heels, as well as the (ini¬ 
tially) amusing animations like pitch 
invaders and streakers. These soon 



become tiresome though, and interrupt 
the fluidity of the gameplay which 
rapidly becomes incredibly frustrating. 

In addition to the standard game, 
the CD version is packed with digitised 
video footage, and while it’s fuzzy and 
the screen is small, it does help create 
a better grandstand atmosphere. Mind 
you, although the cutscenes are okay, 
they’re still not good enough to patch 
over the sluggish gameplay. It maybe a 
competent soccer sim, but Football 
Glory pales into insignificance against 
the mighty Sensible Soccer. 



Overall 6p% 


Alien Legacy^" 

A lien Legacy was first released on 
floppy last year at around the 
same time as Outpost. Both games are 
very similar in that you’re given a 
planet and a handful of colonists with 
which to extract ores and create space 
stations on lifeless alien worlds. 

Using the ores to construct build¬ 
ings and increase the size of your home 
base. Alien Legacy is very much like 
SimCity on the moon. Providing the 
colonists are kept happy, there’s no 
reason why your HQ won’t eventually 
blossom and evolve into a sprawling 
space metropolis... 

...Until the aliens arrive, that is. You 
see, the indigenous lifeforms don’t 
really like us humans invading, so 
expect the odd hostile visit from some 



xenomorphs throughout your struggle 
to become the galactic ruler. 

Essentially the same as the floppy 
version. Alien Legacy CD does have a 
couple of enhancements, these mainly 
affecting the game’s presentation 
(there is now over 4 hours of digitised 
speech, as well as an excellent sound¬ 
track and rendered cutscenes), leaving 
the gameplay pretty much untouched. 
Still, this is not so much of a problem, 
as Alien Legacy is still the same user- 
friendly and highly-involving space 
strategy game it always was. 



Overall 83% 











































As we all know money is all-too tight in the recession-struck 90s, so why not check out this month s budget 
reviews to see what’s just had the cut-price treatment. You’ll be pleasantly surprised... 


Aces: The Complete Collector’s Edition^'^ 


This is an odd collection. Most of the 
games here are about as fresh as a 
dead ferret, the graphics look 
extremely ropy compared to recent 
similar releases, the sound effects are 
unimpressive — and yet this is one of 
the better flight sim compilations 
around. Why? 

There are two reasons. First, the four 
simulations — A-io Tank Killer, Aces 
Over Europe, Aces Over The Pacific and 
Red Baron — are well programmed, 
offer a wide variety of options, let you 
fly loads of planes and give you plenty 
of missions. Second, the games have 
been packaged along with a neat little 
Windows-based utility called The 
Aviation Pioneers, which is basically a 
reference document providing back¬ 



ground information about the early 
days of flight. 

A-10 Tank Killer is arguably the 
weakest of the bunch. You have a 
choice of three mission sets, two in 
Central Europe and one in the Middle 
East during the Gulf War, adding up to 
just over twenty missions in total. 
Unfortunately, the graphics and sound 
aren’t too clever, and despite the inclu¬ 
sion of many standard flight simulation 
features (multiple views, campaign 
option, comms link to other pilots), it’s 
still a bit disappointing. 

The two ‘Aces’ games on offer boast 
the most impressive technology. Aces 
of the Pacific was released almost three 
years ago but is still very playable. It’s 
based on the air struggle between the 



US and Japan during World War Two, 
and gives you around two dozen differ¬ 
ent planes to fly for both sides. Aces 
Over Europe is the most recent of the 
four games and compares well with cur¬ 
rent releases, letting you fly as a pilot 
for the US Air Force, the RAF or the 
Luftwaffe in a series of campaigns or 
individual missions. What’s more, it 
also builds actual World War Two 
events into the action. 

Red Baron is the pick of the crop. It 
can’t compete with the others in terms 
of speed or fire-power, but for raw 
action it’s unbeatable. Set during World 
War One, it allows you to go on single 
missions, engage in a dogfight with a 
famous ace or launch a career in one of 
the services. You also get the Red Baron 
Mission Builder free. 

Aces doesn’t really offer the most 
stunning flight sim technology or 
indeed astound you with its sound 
effects, but having said that it has a lot 
going for it. All the games are well con¬ 
structed and offer plenty of action, and 
they’re all supported by excellent on¬ 
line Windows manuals and the interest¬ 
ing Aviation Pioneers utility. Unless 
you’re a complete snob about graphics, 
you should try it. 




Overall 77% 
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Indiana Jones and the Fate of Atlantis 


Let’s face it, LucasArts’ reputation 
amongst adventurers is quite simply 
second-to-none. Over the last decade 
or so they’ve continually proved that 
graphic adventures can be made 
simpler, funnier and better looking, 
with ground-breaking releases such 
as Maniac Mansion, Zak McKracken, 
Monkey Islands i and 2 , Loom, Day 
of the Tentacle and their last release, 
Sam and Max Hit the Road. 


Then there are the two Indy games. 
The first, Indiana Jones and The Last 
Crusade, closely followed the plot of 
the eponymous film, but Fate of Atlantis 
is a unique, stand-alone story. Once 
again Indy is in competition with the 
devious Nazis, who are trying to find a 
precious metal ore known as 
Orichalcum which apparently exists 
only in Atlantis. If they manage to mine 
enough of it before Indy can intervene. 


they’ll construct a bomb powerful 
enough to bring every nation on Earth 
to its knees. 

So much for the story. What’s really 
important are the interface and the 
strength of the puzzles. Although the 
interface looks a tad outdated com¬ 
pared to LucasArts’ more recent efforts, 
it’s still easy to use and very flexible, 
allowing you to concentrate on prob¬ 
lem-solving. The puzzles, on the other 
hand, are the only minor gripe with the 
game. They won’t offer a serious chal¬ 
lenge to experienced adventurers but 


the number and variety of puzzles, cou¬ 
pled with three alternatives routes to 
the ultimate goal, ensure long-term 
appeal. 

Despite showing its age a little (the 
graphics and sound are somewhat less 
impressive than they were when this 
was first released almost three years 
ago). Fate of Atlantis is still a brilliant 
game. It’s great fun, packed full with 
humour, and has a story that will grip 
you from right from the start to the very 
finish. If you haven’t played it before, 
now is the time. 























































Syndicate/UFO: Enemy Unknown*^" 


Telstar continue their excellent double 
value games range with this superla¬ 
tive compilation, containing Bullfrog’s 
award-winning Syndicate and 
MicroProse’s excellent strategy game, 
UFO: Enemy Unknown. What’s more, 
it’s only a mere 40 quid so what are 
you waiting for, go and buy it! Eh? You 
want to know what the games are 
about? Okay then... 

Syndicate is an ultra-violent blast 
set in the bleak future. Gigantic corpo¬ 
rations now rule the globe, battling it 


out against each other to gain total con¬ 
trol of the hi-tech memory implant 
known as CHIP. Apparently more stimu¬ 
lating than any drug, the company sell¬ 
ing CHIPs literally has the world at its 
feet (a bit like McCain and their globally 
renowned oven chips, I suppose), so 
the big execs don’t even think twice 
about sending in a squad of heavily 
armed and armoured cyborgs to wipe 
the competition out. 

You control one of these squads, 
comprising of four ‘borgs equipped with 



Qaan Evans 
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Three Worlds Of AD&D“ 


Dark Sun: Shattered Lands, Ravenloft: 
Strahd’s Possession and Al-Qadim: 
The Genie’s Curse. Two of the three 
titles (the latter two) will bring a smile 
to the face and a moistness to the 
pants of many an RPGer as both 
enjoyed critical acclaim when they 
originally released over a year. 
Dark Sun is a totally different 
kettle of fish though, and while it 
was fairly well received it feel 
considerably short of the 
mark due to it’s hefty fifty 
asking price. But look, 
Mindscape have bundled 
ALL three together and 
attached a rather attractive U 45 
price tag for the lot! Bargain! 

Of the three titles, Ravenloft is 
arguably the best. It combines slick, 
atmospheric 3D graphics and fantastic 
character interaction to provide a stiff 
challenge to both old and new AD&D 



fans alike. The graphic style is very sim¬ 
ilar in vein to Doom, and this works sur¬ 
prisingly well in a role-playing environ¬ 
ment. The player takes control of four 
characters (two to start off with) and 
has to defeat the evil King of Barovia, a 
long-toothed git Strahd who to be a 
Vampyre (uh-oh). 

While hacking away at the 
demonic creatures of the night 
with various weapons is fun, 
Ravenloft’s most impressive 
feature is the vast size of the 
playing area — it’s enor¬ 
mous, and is filled with 
traps, ghouls, spells and 
loads of other goodies that 
will either help or hinder the player dur¬ 
ing their quest. 

Next up is Al-Qadim: The Genie’s 
Curse, a mammoth top-down RPG set in 
the blistering sun and sand of the 
desert. Assuming control of the Al 






as much equipment and weaponry as 
you can afford. Selecting one of over 50 
territories from around the world, sim¬ 
ply locate your primary target and 
destroy it using mini-guns, flame¬ 
throwers, rocket launchers... you 
name it, you’ve got access to it. 

However, it’s not all that 
simple, as rival syndicates 
have similar cyborg teams 
working for them so expect 
strong resistance along the way. 
Mission objectives aren’t always 
locate-and-destroy sorties either, as 
often you’ll have to capture enemy sci¬ 
entists using mind controllers and use 



their knowledge to increase the perfor¬ 
mance of your cyborgs and so on. 

As well as the original missions, the 
CD also contains a load of new objec¬ 
tives which first saw the light of 
day on the American Revolt add¬ 
on disk. These extra missions 
are extremely difficult and 
should only be attempted 
having conquered the rest of 
the world first, although the ten 
specially designed multi-player 
scenarios should suit just about 
any player. You’ll need access to a net¬ 
work to enjoy the excellent 8-player 
game though, in which it’s an all- 







Hazrad, you must explore your home 
town of Zaratan and eventually the 
entire realm to discover what has hap¬ 
pened to his pet Genie (why can’t some 
people be happy with a Yorkshire 
Terrier?) and find out why a horde of the 
mystical buggers have attacked the 
ship of the Desert King Caliph. 
Unfortunately for little Al Hazrad, 
he’s been framed for the foul deed 
because he possesses a Genie 
(apparently they can only be 
controlled by their own¬ 
ers), so the over task 
of the game is to set 
out and clear his 
family name. 


In terms of gameplay Al-Qadim is an 
arcade adventure similar in style to 
Zelda, so therefore the gameplay is 
biased towards hackin’ good action 
rather than in-depth role-playing. 
Surprisingly though, this mixture works 
well and combined with the defined by 
rather simplistic graphics, it’s 
not a bad little game at all. 
Last of all, we have Dark 
Sun: Shattered Lands 
which really is the only 
weak(ish) link in the 
chain. To be quite 
honest it’s a 
mediocre 
game, with 
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against-all fight to the death. 

Likewise, UFO: Enemy Unknown is a 
simply brilliant game which, when it 
was released just over a year ago, was 
sadly overlooked by many because it 
literally appeared out of nowhere. To 
recap, it’s an astonishingly absorbing 
turn-based strategy game in which man 
and alien fight it out across assorted 
terrain types from across the globe. 

Assuming command of Xcom, a 
secret organisation assigned to extra 
terrestrial activities, the aliens have 
invaded earth and it’s down to your 
bunch of hapless marines to send ‘em 
packing back to Mars. Using an isomet- 
ric-3D Laser Squad-style view to portray 
the conflict, each of the marines has a 
certain number of action points with 
which to move and fire. Equipped with 
an varied selection of weapons, 
although the objectives for specific mis¬ 
sions may be slightly different, in 
essence all you have to do is obliterate 
the enemy using brute force. 

As usual, it’s not quite that easy as 
the alien force is often overwhelming. 


average graphics and sound wrapped 
around a game engine that SSI hail as 
‘the new generation of AD&D RPGs’. 
That could well have been true around 
its release i8 months ago but now it 
pails into insignificance when com¬ 
pared against the likes of Origin’s 
excellent Ultima 8. 

Anyway, you play a gladiator left to 
rot in a city ruled by some mad fella 
called Tectuktitlay (where do they get 
these names from?). You live to kill or 
be killed so your few pleasure in life are 
simple, a damp cloth to wipe the blood 
from your sword being one of them. To 
cut a long story short, you must escape 
from the city and proceed to explore the 
surrounding countryside, building your 
team up to four by interacting with 
other characters as you explore. As with 
most AD81D games though. Dark Sun 
relies far too heavily on combat and the 




but the intuitive interface makes this 
task less difficult as it allows you to 
control your team quickly and with 
ease. The turn based combat may not 
suit everyone though, but if you can 
hack it (which I’m sure most of you 
can) you’ll find UFO: Enemy Unknown 
arguably one of the best strategy 
games. Bundled with Syndicate, it’s an 
absolute bargain. There, I told you to 
go and buy it! 



Overall 8p% 


N 

out — rather than carefully planning 
your attack you may as well just 
charge in and hope for the best. 

While both Ravenloft and Al-Qadim 
are notable role-playing games, they 
are neither outstanding or particularly 
impressive. However, U45 represents 
excellent value for all three if you’re 
into this style of game, but then again 
if you adore RPGs the likelihood of 
already owning one of the three is 
extremely high. 

To sum up, this is well worth con¬ 
sidering if you don’t possess any of the 
three games, otherwise it may be 
worthwhile seeking out the individual 
titles you want and not wasting cash 
on a game you already own. 



Overall 8i% 
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Shadowcastei^° 

Shadowcaster was first collabora¬ 
tion between Raven and Id Software 
(Heretic being the second), and is 
more of a role-playing game than 
the likes Doom but is still a far cry 
from Ultima Underworlds I and II. 
Why? Armed with a sword, axe or 
just about any other sharp-edged 
weapon, your quest is to explore the 
dungeons in search of some evil 
shapechanger called Veste. This is 
done by romping through the dark¬ 
ness, hacking away at just about 
anything that wanders across your 
path. No dice-rolling or anorak- 
wearing here then. 

But while it leans towards Doom’s 
style of brutal gameplay, one of 
Shadowcaster’s most unique features 
is that the lead character, Kirt, also 
happens to be a shapechanger and 
during the game can morph into any 
one of five forms, including a four¬ 
armed cat beastie, an aquatic frog¬ 
man and even a fire demon that can 
fly through the air! Each of these crea¬ 
ture can use the usual array of hand¬ 
held weapons as well as dabble in 
magic, firing off lighting bolts, plasma 
blasts and such like to zap the hordes 
of vicious creatures that attack 
throughout the game. 

Each of the sprawling texture- 
mapped dungeons is packed with 
simplistic puzzles to solve (pressing 


buttons in order to open doors and so 
on), but unlike Doom each level is com¬ 
pletely stair-free and is essentially flat 
as a pancake (apart from the fact you 
can fly) so you don’t really get the 
three-dimensional feeling of Id’s super¬ 
shooter. Mind you, with a total of 27 
dungeons to explore, it’ll take more 
than just a couple of hours to walk 
through this monster. 

However, because it’s only a one- 
player game it lacks the long term 
appeal of, say. Heretic, with it’s network 
link facilities. It’s also not as involving 
as Ultima Underworld, so while it might 
look substantially better and it’s initial¬ 
ly great fun to play there’s not enough 
meaty gameplay to ensure you’ll be 
coming back to this baby in months to 
come. Still, for £10 it’s a very reason¬ 
able purchase indeed. 



Overall 82% 
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Mile High Club'^'’ 

Eight games for fifty quid? Sounds 
like a bargain, eh? Well it isn’t. Most 
of the games on this compilation are 
pretty mediocre, and of the two or 
three decent ones that remain there 
are better rivals currently available. 
So is there any point at all in reading 
the rest of this review? There is, if you 
want to discover why Mile High Club 
might just be worth a look. 

The theme that binds the collection 
together is ‘simulation’. You get a total 
of six flight sims Qetfighter II, F14 
Tomcat, The Heroes of the 357th, MiG- 
29, ATAC and Megafortress) and two 
space combat sims 


(Wing Commander and Wing 
Commander Academy). Most of these 
are at least three years old, which 
means that if you own a 486DX or bet¬ 
ter you know that your machine can 
cope with much more impressive 
graphics and sound. Age isn’t a prob¬ 
lem if the gameplay is up-to-scratch, 
but this really isn’t the most addictive 
group of simulations around. 

In case you’ve forgotten or simply 
never knew what each game is about, 
here’s a brief list. Wing Commander 
was hailed as a classic on its release 
and is still an appealing 3D space com¬ 
bat/strategy game. Even so, the graph¬ 
ics and sound are nothing special by 
today’s standards and the action is a 
bit linear and arcade-biased. 
There’s one major drawback 
though. Because Wing 
Commander is around five 
years old, it just isn’t suited 
to modern day PCs. 
Even on a decent 
33MHz 486 it 
runs ridicu¬ 
lously fast, 
the intro 
flicking past 
in a just a 
couple of sec¬ 
onds and the space¬ 




realistic, exciting and is still okay even 
by today’s standards. 

Mile High Club is by no means a 
great compilation because the 
mediocre stuff casts a miserable shad¬ 
ow over what’s left. Even so, if any of 
the two or three good games here 
appeal to you then take a look. If not, or 
if you already have some of them, I rec¬ 
ommend you buy one of the more 
recent flight sims instead. 


Elite/Velocity 


(01922)55852 


£ 49.99 Out N ow 

MINIMUM SPEC 


25MHz 386, VGA, 4Mb RAM, CD-ROM 
drive and mouse. 


ALSO SUPPORTS 


joystick; All major soundcards. 


Overa ll 71 % 


ship being so responsive it almost 
uncontrollable. Wing Commander 
Academy is slightly better in this sense 
as it’s more demaning on your 
machine, but while it is much more flex¬ 
ible than it’s forefather, this sequel 
otherwise has very little else to offer. 

Four of the six flight sims won’t 
cause you to slaver, roll your eyes and 
writhe on the ground in excitement. F14 
Tomcat was the only dedicated F14 sim¬ 
ulator when it was first released, but 
even then it offered average gameplay 
with crude presentation. Domark’s 
MiG-29 was, is and probably always 
will be a tedious game whose only 
merit is its focus on Russian hardware, 
jetfighter II, the attractive sequel to one 
of the first decent flight sims, is now 
looking pretty wrinkly and is a bit too 
bland to keep you hooked, while 
Megafortress is a rather turgid B-52 
simulation with blocky graphics, 
although it does go into the kind of 
incredible detail which some of you 
may find rewarding. 

The two good games here are 
Heroes of the 357th and ATAC. Heroes 
stands up fairly well against the com¬ 
petition even now, with plenty of views, 
34 missions, an auto-replay feature 
and strong presentation. It suffers from 
having only one plane — the P-5a 
Mustang — and an auto take-off and 
landing feature though. ATAC has an 
unusual scenario (gathering intelli¬ 
gence on enemy activities in the year 
2003) and offers a strategy-only option 
for those who don’t feel like flying. It’s 











































































Yours... for less than a Fiver^ 


Can Apogee possibly better Rise of the Triad? Yes, and they have done with their awesome 
Descent-cum-Magic Carpet tribute, Terminal Velocity. 



Terminal Velocity 

Apogee 

Having blitzed the bulletin boards 
with their brilliant Doom-alike, Rise of 
the Triad, Apogee return with possibly 
their finest game yet. Terminal 
Velocity. It’s a graphically stunning 
shoot-’em-up similar in style to Magic 
Carpet, but rather than skimming along 
the treacharous terrain on a rug you zip 
through the misty skies in a hi-tech 
fighter spacecraft. 

Terminal Velocity is the first in 
Apogee’s 3D Realms series, and uses 
their brilliant new game engine to great 
effect. Like Magic Carpet or indeed 
Descent, you’re completely free to fly 
wherever you want, skimming through 
the deep trench-like canyons and soar¬ 
ing high up over the snow-capped 
mountains. Flying a TV-202 fighter, 
you’re the lone pilot who’s been 
assigned to fend off the invading alien 
gits who are (unsurprisingly) planning 
to take over the earth. 

Ultimately this means protecting 
your home planet from these 
Xenomorph intruders, but during this 


shareware slice you only get to tackle 
the first of three scenarios, titled 
Tactical Strike. Set over the barren ice 
plains of Barnard’s Star, the aliens 
have already constructed huge defence 
installations and refineries to extract 
precious ores from the ground, so it’s 
these massive buildings that are effec¬ 
tively the primary objectives for each of 
your missions. 

Equipped with a rapid-firing laser 
cannon, these vast enemy encamp¬ 
ments are easily destroyed providing 
you concentrate your fire, chipping 
away at their tough armoured exteriors 
before they eventually explode in a ball 
of flame. If you’re lucky a bonus will be 
left floating amidst the smoke and 
debris, usually restoring energy to the 
ship’s shields or topping up the after¬ 
burner fuel. Occasionally weapon 
power-ups can be found, transforming 
your puny pea-shooter into a meaty 
alien fragger. 

No matter what size gun the ship 
carries, it’s not going to stop the enemy 
ships from swarming through the skies. 
There’s hundreds of the damn things, 
weaving through the canyons, taking 


pot-shots at your fighter. They can be 
destroyed with just a single hit (on the 
easiest difficulty level, of which there 
are four in all), but targeting them is 
not quite so simple. 

As well as the snowy exterior ter¬ 
rain, you can also dive inside tunnels 
that stretch underground. Plagued by 



moving hatchways and other obstacles, 
many of these Descent-like passages 
simply contain bonuses, although the 
final tunnel leads to a huge robotic 
guardian that fires off endless streams 
of electricity bolts. Attacking the beast 
is similar to destroying the power gen¬ 
erators in Interplay’s excellent blaster, 
but having defeated the level boss 
you’re free to fly to the next stage... 

Well, you would be if this were the 
complete game, due for release this 
Summer from US Gold. For the time 
being you’ll just have to make do with 
the excellent 3-mission shareware 
demo, which also includes serial link 
and network facilities for the ultimate 
multi-player blast. You’ll need a decent 
486 PC to get this baby running though, 
but believe me, it’s well worth it. Scour 
those bulletin boards now and get it 
while it’s hot! 

• Contact: CompuServe BBS (0171) 490 
8881. 


Overall 3 "1 % 



Where can I get this lovely Shareware? 


If you’re on the look-out for Shareware, here’s a list of just 
some of the friendly and helpful Shareware libraries that 
you might like to try. Why not ask them to send you a cat¬ 
alogue of their games, or alternatively check this very 
magazine for adverts. 

Transend Services BBS (01274) 622228 
Transend Services Ltd (01274) 620536 
Testware UK Ltd (01423) 886415 
PD Soft (01702) 466933 

Note that Shareware libraries often charge different 
prices for the same games, so always remember to shop 
around to find the best deal. 

Also, remember that you’ll usually pay by the disk, 
not by the individual game. This means that if one disk 


costs, say, £2 then a game like Raptor (which comes on a 
total of three disks) will set you back £6. Postage & 
Packing is normally included and, if it isn’t, go some¬ 
where where it is. 

Rather than scouring the libraries for shareware, if 
you’ve got a modem why not try giving the following BBS 
systems a call. Initial on-line time is free but for more 
access most systems will charge you a small annual sub¬ 
scription fee. ' 

After Hours BBS (01785) 228214 
On-Line BBS (01839) 661199/88/77 

As ever, the games featured here and a whole lot more 
are available on CompuServe and on the increasingly pop¬ 
ular Internet. 


Going on-line with CompuServe 


If you have a PC and suitable communications software, 
then you can log onto CompuServe immediately. 
CompuServe’s London dial-up node accepts all modem 
speeds up to 14,400bps and can be reached by dialing 
(0171) 490 8881. Simply dial this number and then type 
in the following responses to the system requests 
(shown on the left): 


HOST NAME: 

USER ID: 

PASSWORD: 
AGREEMENT NUMBER: 
SERIAL NUMBER: 


CIS 

177000,5606 

EXPLORE/WORLD 

UKPCGAME 

93006 


If you have any problems, simply call 
CompuServe’s Freephone helpline on (0800) 289458. 







































SUBSCRIBE TO PC GAMES NOW AMD GET 
A FREE GAME WORTH UP TO £^4^99!* 





Worth 


We know you. You’re a dedicated PC 
gamesplayer, the sort of person who lives 
and breathes quality entertainment soft¬ 
ware. Which is, of course, why you read PC 
GAMES, the World’s most excellent g 
magazine, for its up-to-the-minute 
exclusive previews, hot reviews, 
easy-to-follow tips, in-depth fea¬ 
tures and the best cover disks and 
CoverCDs in the business. 

But there’s a problem. It’s a small 
problem, true, but still a problem. And it’s 
that every time a new issue of PC GAMES 
appears, you have to trot all the way to the 
shops to buy it, wasting valuable time that 
you could otherwise spend completing 
Dark Forces or Little Big Adventure. 

It’s not a problem not any more. 

Yes, we’ve teamed up with Virgin 
Interactive, Ocean Software, Gremlin 
Interactive, Codemasters and Psygnosis 
to bring you this offer. By subscribing 
to PC GAMES, you not only get twelve 4 
issues of gaming excellence delivered ’ 
straight to your house, you eilso get: 


Those Free Games In Full! 


Inferno 

Ocean— Available on CD only! 

DIO’S long-awaited sci-fi extravaganza is here — and it’s bril- 
' liant! Back in our October 199/1 Issue we reckoned it was “bril- 

iiyl liant... a true, cinematic space opera on a massive scale,” and 
awarded it a whopping 92%! 

^ Min specs: 25MHz 486, VGA, 4Mb RAM and CD drive. 

^orth £34.99/ Premier Manager 3 

****»^f a Grem//n —Available on both HD & CD! 

The Premier Manager success story shows 
■ no signs of stopping in this, the series’ third and 


Worth £44.99! 




• A FREE GAME worth up to 
£44.99 — take a look at the 
goodies on offer!* 


• i4 ISSUES FOR THE PRICE OF 12 
when you pay by Direct Debit! 

• FREE POSTAGE — your copy of 
PC GAMES will be delivered to 
your door days before lt*s In 
the shops! (UK only,) 

• MONEY OFF the CD Edition! 

• PRICE PROTECTION for a year 
— this offer Is Inflation-proof! 


• GUARANTEED DELIVERY of your 
Issue of PC GAMES each month! 


finest incarnation. We gave it 91% in our April 1995 Issue and 
I stated; “Premier Manager 3 is a superb game that will keep you occupied for months.” 

Min specs: zsMHz 386. VGA, 4Mb RAM and mouse. 

Jungle Strike 

Gremlin — Available on both HD & CD! 

Take to the skies - and the ground too this time! - in the excellent sequel to Desert Strike. 
You’ll need brains as well as brawn to defeat the evil terrorist plot to nuke the States. In the May 
1995 Issue we proclaimed it “one of the most captivating blasts of late” and awarded it 8i%! 
Min specs: 33MHz 386, VGA and zMb RAM. 

Psycho Pinball 

Codemasters — Available on both HD & CD! 

Bring home all the excitement of the arcades with this excellent simulation of the 
noble art of pinball. As we said in our April 1995 Issue when we awarded it 90%, Psycho 
r) Pinball is “immensely addictive” and “simply the best ‘pinny’ game on the PC”. 

Min specs: 25MHz 386, VGA and 4 Mb RAM. 
wN (Please note that you must pay an additional £5 if you select this game.) 

■ Cannon Fodder 2 

■ Virgin — Available on HD only! 

■ l( you thought you’d won the war when you finished the original Cannon Fodder, then 

■ think again. Yes, those tiny little blokes with gun are back, ready and willing to tackle their 
" toughest missions yet. We awarded the original 92%, and this sequel is just as good. 

J Min specs: 25MH/ 386, VGA and 2Mb RAM. 

' Ecstatica 

Psygnosis - Available on CD only! You must be over 18 to order this game! 
lust when you thought no-one could top Inlogrames’ superb Alone In The Dark games, 

F along comes Fcsiatica from Psygnosis, a super-spooky 3D adventure set in a town bedevilled 
by werewolves and minotaurs. In our lanuary 1995 Issue we reckoned Ecstatica was “one of 
the most exciting and innovative games of the year”, and gave it 92%! 

Min specs: 33MH/ 386, VGA, 4Mb RAM and CD drive. 


Why not subscribe today and take advantage * Excepting Psycho Pinball — please add £5 to the subscription price if you select this game (i.e. the UK subscription price of 

of this great offer? Go on, you know you want to. the HD Disk Edition of pc games becomes £52.40 instead of £47.40). 
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SUBSCRIBE 8 /PHOA/E; 

If you’re feeling particularly lazy, you can order by Credit Card directly 
over the phone. Simply call the subscriptions hotline any time between 
9.00am and 5.30pm weekdays on: 

(01858) 468888 


Please remember to quote the Source and Offer Code when ordering. 
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DIRECT 
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stand by for action! This month in Power Up! weWe got another batch of up-to-the-minute 
complete solutions and player^s guides, including Sim Tower, Descent, X-COM: Terror From 
The Deep, Flight Of The Amazon Queen and, to kick off... 



Slipstream 


Phew! Slipstream, eh? It might 
be fast, it might be pretty, it 
might be blummin’ playable, 
but one thing it ain’t is easy- 
peasy. But hello, what’s this? 
Why, if it isn’t another great PC 
GAMES player’s guide! 


The following player’s guide will take you around 
each and every track and teach you how to hone 
your Slipstreaming skills to perfection. It’ll even 
tell you where two ’secret’ chambers are hidden, 
each containing a plethora of wonderful goodies. 
However, be warned that it assumes you’re play¬ 
ing the game on the ‘Hard’ (i.e. default) difficulty 
setting. Hey, come on — we don’t want to make 
things too easy for you, do we? 



















This is the very first race in the Slipstream 5000 
championship season, and hence your first chance to 
splash the cash in the upgrades shop. However, don’t 
go mad and start stocking up on missiles — you real¬ 
ly don’t need them yet. No, you’re better off buying a 
Charger instead, which will serve you better in the 
long run. Hey, trust us — we’re professionals... 

Once the race starts, accelerate to top whack and 
then kick in the turbos. As you round the first bend, fly 
low and to the right-hand side of Coyote Spire — if 
you’ve done it right, you should fly into a Turbo pick¬ 
up, which you’d be advised to use straight away. 


Keep flying as low as you possibly can (although 
please try to avoid crashing, of course ) — this will 
help to keep you out of the targetting sights of your 
rival Slipstreamers. They’re a vicious bunch, who’ll do 
anything to ram plasma up your exhaust. 



Pull up just before the bridge and then, as you 
pass under the bridge, fly high towards the left-hand 
wall. With any luck you should find a secret tunnel 
containing a multitude of juicy pick-ups. Grab a Turbo 
and then swoop back out onto the track without slow¬ 
ing down. You can come in here as many times as you 
like and use as many bonuses as you like, safe in the 
knowledge that your rival Slipstreamers won’t nab 
any because they’re too thick to know that this little 
treasure trove exists. 

Take the right-hand split, keeping at top speed, 
and use your turbo as you exit the tunnel. Again, try to 


keep as low as possible to avoid being shot, all the 
way past the dam. (Incidentally, don’t use the pit lane 
on this track unless you absolutely have to — you’ll 
waste precious time and end up dropping down the 
rankings if you do.) 

Once over the dam, collect one of the Turbos that 
you’ll see bobbing tantalisingly over the water. If you 
find two Turbos in this section, use the one you’ve got 
straight away, otherwise keep it in reserve to give you 
a bit of extra ‘oomph’ as you approach the finishing 
line on the final lap. 

Oh, Chicaga, Chicago, it’s my kinda town... And it’ll 
be your kinda town too if you follow this advice. First 
off, go shopping with your prize money and buy a 
Loader — it’s always handy to have onboard. 

This track is actually a lot easier to navigate your 
way around than it looks. As with the Arizona course, 
rev up to full speed as soon as possible and stay 
there, kicking in the turbos whenever possible to pull 
ahead of the pack. 


With any luck you should by now have amassed 
enough dosh to buy the third-level Turbo. Don’t bother 
buying either the second or indeed the fourth Turbos 
because the improvements they make to your craft’s 
racing performance are very marginal to say the least, 
and certainly not worth spending your hard fought-for 
money on. 





If you’ve got any savings left over, invest in a 
Disrupter, but use it sparingly as you’ll find that it will 
come in extremely handy in the next race. 

Once you start racing, don’t whack in the turbos as 
normal — although the first right turn is nice ‘n’ easy, 
it’s followed by a difficult hard left. It is possible to 
make it through if you’re very good, but if you’re not 
you’ll end up like so much strawberry jam smeared 


straight into the pit lane (which you’ll see just on the 
left after you fly through the tunnel exit). As you enter 
the blue section of the pit lane, switch to and activate 
your turbos. This will give you a few extra seconds of 
mega-speed boost, because as you’re using up your 
turbo energy, it’ll be instantly replenished. 

Use this sneaky — but very clever — trick to shave 
seconds of your lap times and to sneak up the rank¬ 
ings. However, when you reach the final lap, you 
should save your turbo power for that 
last minute “push over the line”. 


Although it’s tempting 
to splash your cash, our 
advice is, er, don’t. 

Instead, save your 
cash for the next race. Yes, yes, we know it sounds like 
complete foolishness but you’ll be thanking us later, 
honest. This is by far the easiest track of the whole 
Slipstream season — just remember to take the right 
fork at Incas Island and you should win, no problems. 


over the walls. Other than this, though, 
the rest of the track is a breeze, and 
can be taken at full pelt. 

If you’re comfortable flying low, take 
the right split as it’s slightly faster. If 
not, veer off down the left tunnel. 
Once you reach the Thames, use your 
turbo and prepare yourself for a really 
hard left turn — if you manage to take this corner at 
full whack, you can whizz up the rankings. 

Use the pit lane on every tap, saving the turbo for 
the straight down the Thames except on the final lap, 
when you should reserve it for the now-customary 
dash for the finishing line. 



















Did you manage to keep your Disrupter in fine fet¬ 
tle? No? Oh well, stock up on another one if you must. 

When the race starts, dive down and try to keep as 
low as possible, thus avoiding the vicious firefight 
that will inevitably be raging just above your head. 
When you come up to the split, take the right-hand 
path as it’s by far the quicker of the two. 


As before, use the pit lane every lap to recharge 
your turbos, but save them until you reach the home 
straight. As you leave the pit lane, dive down and then 
quickly pull up and to the right — if performed cor¬ 
rectly, this manoeuvre should get you around the hair¬ 
pin, no problems! 


In the shop, it’s best to buy a brace of Scramblers 
if you’ve got the cash available. However, if you 
haven’t (just what have you been wasting it all on?), 
simply stock up on the cheaper weapons — after all, 
you’re going to need something to help you survive 
this gruelling race. 

Moving blast doors make their first appearance on 
this track, and they’re right sods. The first one crops 
up just after the first couple of corners — fly highon 
your approach to it and you should scrape through the 
gap without a scratch. 


Push the pedal to the metal for the 
rest of the course until you reach the split. 
Fly down the bottom shaft, but look out for 
the extremely vicious right-hand turn. If 
you’re no good at taking tight corners, 
then fly down the other tunnel — it’ll save 
you hair loss in the long run. 


The rest of the track shouldn’t 
prove a problem. Avoid using the 
pits if you can help it, and — as 
always — save some juice for the finishing line. 

When stocking up on weapons, bear in mind that 
missiles are something of a waste of time — the track 
twists and turns so much that they’re practically use¬ 
less unless you’re firing them at point-blank range, in 
which case you might as well stick to your lasers. 

This course is rather easy — basically, keep to the 
left of the track all the way around, except when you 
fly out of the cavern. Unless you need patching up, it’s 
not really worth bothering with the pit lane. 


about this 
track, apart from 
pointing out that it has a secret chamber! 
Yes, that’s right - another one! If you keep your eyes 
peeled when you fly down the first tunnel, you should 
see a poster for the Software Refinery — simply fly 
into it for some extra pick-ups! As in Arizona, you can 
come in here as many times as you like — the other 
Slipstreamers won’t, that’s for sure. Hey, are we good 
to you or whatl 


LRP ] 


Your money is best spent here on Amblers, which 
can be used very effectively on Fuji Climb. 
(Incidentally, it’s worth pointing out that if you take 
the pit lane well at full speed, it can be more beneficial 
than the Fuji Climb, although not quite as 
scenic, sadly.) 

There’s not a 
lot more to say 


By now you should have enough cash for 
the top-of-the-range Turbo. If you haven’t 
bought it already, then buy it now — you 
haven’t got a hope in hell of winning the 
race without it. 

This course isn’t too tough — 
there’s a nice straight past the Plantations 
which is a perfect place to kick in the turbos. Your 
main problems come from those moving blast doors 
— if you get snagged on one of them you’ll lose vital 
seconds. As before, don’t bother taking the pit lane 
unless you must — you’ll waste too much time, and 
that’s one thing you won’t have much of here. 


This is it — your last chance to pick up some much- 
needed points before the racing season ends and the 
championship winner is crowned. There’s not a lot you 
need to know about this track — it’s full of short, 
easy turns that you can easily take at top speed. 
The best advice is to buy as many weapons 
as possible, and to blast as many 
rivals as you can when the race 
starts. Other than that, you’re 
on your own — good luck to 
' you, and may the best 
Slipstreamer win! 









Build sky-high and keep your 


tenants happy with this in- 


depth players’ guide to Maxis’ 


superb SimTower. You could be 


the next Donald Trump! 


The ultimate goal in SimTower is to build a 
skyscraper loo storeys high that you can cap with a 
magnificent cathedral dome. You will only be able to 
achieve this if you pay heed to three main planks of 
the game, namely: 

(1) Keeping your Sims, the tower’s inhabitants and 
visitors, happy and relaxed. This keeps your popula¬ 
tion growing, since stressed-out visitors won’t return 
and angry Sims may move out altogether. 

(2) Keeping the tower profitable, so that you can 
add more storeys to it. 

(3) Including all the different types of facility 
offered by the program in your tower, so that they con¬ 
tribute to your profits and your Sims’ quality of life. 

Population Control 

In order to improve the rating of your tower, you 
need to meet certain population targets — see the 
Table (1) for the full details. The population includes 




apartment dwellers, visitors, 
office workers and hotel 
guests, which is why you 
see your population fluctuat¬ 
ing quite a bit during the 
course of the day. Hotel 
guests check out in the morning 
and check in the following evening, 
while office workers start at 9.00am 
and leave at 5.00pm, for example. 

Once you’ve hit the population target 
for the next rating, you’ll keep the rating 
even if the population then falls below the 
target number again. Provided you keep 
building, your population should increase 
steadily, so long as your Sims are happy. 

You can tell how happy your little 
Sims are in two ways. Check the lift 
queues: anyone who appears 
in pink is mildly stressed, and 
anyone in red is in a full-blown 
strop. Secondly, click on EVAL in the map win¬ 
dow to see which of your suites and facilities are 
rated as ‘Excellent’ (light blue), ‘Good’ (yellow) or 
plain ‘Terrible’ (red). 

SimTower has a quite complex playing model 
incorporated into it which determines what makes 
Sims unhappy and how they then react to their 
unhappiness. Basically, time spent moving from place 
to place in the tower is calculated in ‘frames’, the num¬ 
ber of frames each Sim tots up translates into a stress 
rating, and the stress rating of the inhabiting Sims deter¬ 
mines the ‘Quality Of Life’ rating for their hotel rooms, 
offices, condos, etc. 

Thus when you click on the EVAL button, and see 
that an hotel room, say, is marked in red, it doesn’t nec¬ 
essarily mean the hotel room is horrible, but that its 
inhabitants are having a horrible time. The best way to 
keep them happy is to keep them moving quickly around 
the tower. Time spent waiting for lifts is deemed very 
stressful, and time spent crawling up a lift that stops 
at every floor counts in frames. 

Ideally, a Sim living on the 65th floor should whizz 
up an express lift to Floor 60, then transfer to a short 
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more people in a single elevator. 

• Lifts will need to be staggered once your tower 
is taller than 30 floors. 

• Once your tower is getting really big, be pre¬ 
pared to overhaul the entire lift system. Save up some 
money and bulldoze lifts which are no longer in a con¬ 
venient place and replace them more sensibly. 


Table (i): Reaching For The Stars 

Rating 

Population 

Additional facilities 


needed 

needed 

1 star 

0 

None 

2 stars 

300 

None 

3 stars 

1.000 

>1 security office 

4 stars 

5,000 

>1 hotel suite 

Adequate recycling centres (usually 1) 
Adequate medical centres (usually 1) 
Favourable VIP rating 

5 stars 

10,000 

Metro station 

Tower 

15,000 

Cathedral dome 


ile Options Windows |. 


' : WE/2Q/12th Year 

Fund $3428800 


Pop 6991 


Eval Pricing t 


Today's Patronage! 


Yesterday's Profitl-600D 



Making money 

Players of SimCity 2000 have an advantage here, 
since the principles which applied in SimCity will 
stand you in good stead in SimTower. Basically, keep 
your building work down to little and often, rather 
than going for a massive building scheme that drains 
you of funds and takes ages to pay off. Ensure the 
transport system (i.e. the lifts) is efficient and that will 
make your facilities popular — thus bringing in dosh. 
Keep in mind which facilities will keep paying you 
money on a regular basis and make sure your tower 
has plenty of them. 

At the end of each quarter your maintenance costs 
will be deducted — don’t be caught out by this or else 
you’ll spend a long time in the red! Keep a weather 
eye on your outgoings by checking the Finance win¬ 
dow — from the Windows menu, or double-click on 
the lobby. 


Very few customers 
Too far from Lobby or S 


Table (2): Paying Your Way 


Rename 







hop up a standard lift to Floor 65. Note that Sims will 
only transfer lifts once, and that standard lifts will only 
stretch over 30 floors, so once you have more than 30 
floors in the building, you’re going to need express 
lifts, which link with other lifts by placing sky lobbies 
every 15 floors. 

In condominiums (apartments), restaurants and 
fast food joints, stress ratings link directly to popula¬ 
tion growth: Sims with a low stress rating will encour¬ 
age other Sims to come and live/visit the premises; 
Sims with a high stress rating will move out/won’t 
return. In shops, the quality is determined simply by 
the number of customers. 

Quick Population & Stress Tips 

• Add as many lift cars to each lift shaft as you can 
afford as quickly as possible; they will cross over with¬ 
out mishap. 


• Experiment with changing the flow of your lifts 
on the lift simulation screen, but don’t expect it to 
work miracles. Note that Sims waiting to the right of a 
lift want to go down, while Sims standing to the left 
want to go up. Thus a lift placed on the extreme left- 
hand edge of the building will be used only by those 
Sims going up. 

• You can force lifts not to stop at certain floors by 
clicking on the floor number on the lift simulation 
screen. Thus, two adjacent lifts could reduce waiting 
time if one stops on even floors, one on odd. Again, 
don’t expect this to solve all your problems. 

• Once you start building extensively under¬ 
ground, it’s worth putting in an express lift running up 
to the first floor (lobby floor) only, even though 
express lifts stop at every floor below the first. This is 
simply because express lifts hold 42 passengers 
rather than 21 for a standard lift, so you can transport 


Quick Money-Making Tips 

• Short of cash? Build condos — they cost 
$80,000 each, but you get $150,000 as soon as the 
tenants move in. 

• As soon as they’re available, build hotel suites 
rather than single rooms. Lots of hotels ensures 
steady cashflow. Incidentally, you don’t need the ser¬ 
vice elevator for housekeeping, so long as there’s a 
housekeeper’s office on each hotel floor. 

• The movie theatre doesn’t bring in massive prof¬ 
its — the idea is that it brings in people. However, it is 
a good idea to change the film every two quarters. 
After the second quarter, attendance goes down to 
‘Average’ if you don’t change the film. After the third 
quarter, it goes down to ‘Terrible’. 

• If a shop is vacant with no takers in sight, lower 
the rent right down to the minimum. Some poor suck¬ 
er will usually move in straightaway, at which point 
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Playing ICasual Friends 


New movie showing! 


Rename 


Movie 


iMovie Theater, Floor B4 
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tors. Putting escalators from the lobbies to the com¬ 
mercial floors (shops, restaurants, fast food, cinema) 
greatly eases congestion in the lifts — Sims will use 
the escalators leaving the lifts free for residents and 
office workers. Stairs are okay at the start of the 
game, but you can more or less dispense with them 
once escalators become available. 



Quick Facility Tips 

• One recycling centre won’t service the whole 
tower — you need about one centre per 30 floors, and 
they need to placed next to each other, so you need to 
plan ahead when you place the very first one. 

• Make sure that the housekeepers can reach the 
hotel rooms, either via the service elevator or by plac¬ 
ing a housekeeping office on each hotel floor. 
Otherwise, you’ll get a cockroach infestation and will 
have to destroy the rooms. 

• Once you build hotel suites, you’ll get a visit 
from a VIP. Once this happens, you cannot move to the 
next star rating if the VIP’s stay is less than satisfacto¬ 
ry. However, if he does have a horrible time, he will 
visit again to give you another chance to prove your¬ 
self (and keep revisiting until his stay is comfortable 
and you can proceed when you reach the next popula¬ 
tion target). 


I yptions Windows' 


you zap the rent back up again. Chances are they’ll 
stay on — that is, unless there is something very 
wrong with its location. 

• When you build a metro station (4 star rating 
needed), plan space around it for shops and restau¬ 
rants. Metro users do all their eating, drinking and 
shopping underground, and these basement outlets 
will become very profitable very quickly. Once busi¬ 
ness around the metro is booming, raise the rent 
(which is paid to you quarterly and separately from 
your profit share). 

Using The Facilities 

Rule One: Don’t mix different types of facilities on 
the same floor. A floor of fast food joints needs to be a 
whole layer of fast food joints. Sure, you can put a 
block of hotel rooms next to a condo, adjacent to 
shops, but you’ll just get the Sims moaning about the 


noise all the time. Noise, however, only seems to trav¬ 
el sideways: they won’t care if there’s a party going on 
on the floor above, only next to them. 

It’s tempting to stuff unglamorous facilities out of 
sight down in the basement, and some things, like the 
recycling centres and (of course) the metro, need to go 
underground. But security offices should be placed at 
regular points throughout the building (try putting 
one on each lobby floor), or woe betide you when the 
terrorist pops up to announce he’s placed a bomb in 
the building and that you have until i.oopm to find it. 
A security office every 15th floor pretty well guaran¬ 
tees you won’t get blown up. 

Keep shopping floors, restaurants and fast food 
outlets close to lobbies to ensure maximum traffic. 
Above about Floor 60, it will be difficult to maintain 
profitable shops and restaurants because communi¬ 
cations with ground level will take too long for visi- 
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( tips ) Descent 


Descent Is a refreshing change 
to the plethora of inferior Doom 
clo nes doing the rounds. But 
guiding your skimmer through 
the renegade robot-infested 
landscapes without dying a 
horrible death is no doddle — 
but this guide should help. 





General Lee 

Descent’s sheer speed and its relentless onslaught 
of deadly foes nullifies much tactical thinking. The fol¬ 
lowing tips, however, might save your skin — for a 
while at least... 

• Prioritise! Keep your level mission in mind and 
forget about collecting power-ups unless they’re eas¬ 
ily accessible. 

• Explore each level carefully — many corners 
make great ambush points where you can merrily 
blast robots to bits without their fire reaching you. 

• Alternate your weapons usage to maximise the 
power of your attacks — but whatever you do, don’t 
waste your resources. 

• Your skimmer may invert itself without you 
knowing it — to keep upright, periodically tap the 
rotate buttons. 

• Fire once to open doors then hang back to avoid 
ambush. Slide round to trigger hidden entrances then 
check the wireframe before entering. 

• If you’re about to die, head back to the level’s 
start so when you restart you can return quicker to the 
wreckage and collect your floating weapons. 

• In network mode get on the scene of an oppo¬ 
nent’s demise first, collect his stash then wait for 
other vultures to home in and take them out. 

• Many robots have recognisable behavioural pat¬ 
terns — some just march back and forth, for example, 
so wait ‘til their backs are turned then take ‘em out at 
your leisure. 

• On new territory slide up and down 
the walls to spring hidden access areas 
and secret passages. 

• Use the cloaking defence in the 
most heavily-infested areas — it serves as 
the best damage limitation device. Alternatively, hang 
back and pick robots off one by one while staying out 
of their weapons’ range. 

• Smart missiles take out several robots at a time, 
especially in large, open-plan areas. If you know an 
enemy lurks behind a door, fire a laser burst to open 
then instantly let off a missile before he can summon 
up an attack. 

• Fly low enough over lava and it will splash up, 
wasting anything behind you. 


Descent 


• If robots fire at your ship then haul arse — even 
if it misses, the resulting explosion of razor-sharp 
shrapnel can really hurt. 

• Before destroying the power 
source at the end of each level, 
make sure the escape tube is clear 
— once the reactor blows your 
time is limited, and you don’t want to get caught up in 
a dogfight. 

The Bad Guys 

You can’t have a decent shoot-’em-up without 
decent enemies. Descent has lots. And lots. 

And lots. Here’s a rough guide of what they 
are and how to kill them. 


CIM UUL at 


Class 1 Drone Ooshes) 

These light-weights travel in packs and 
have easily dodgeable weaponry. Strafe while 
turning, vaporising them with a Level 3/4 
Quad-laser. 


Class 2 Drone (Ti-bots) 

More powerful than joshes but similar tactics 
apply — they tend to lurk though, so keep an eye out. 

Medium Lifter (Slashers) 

Using swing-arm cutters to slice your ship, packs 
of these lurk in crevices then take you from behind. 
Use the Spreadfire Cannon if they’re charging or 
Proximity Bombs on pursuers. Some are cloaked so 
listen out for their distinctive screech. 


Small Hulk (Baby Hulks) 

Moderately powerful wit 
it armour, these are b( 
d with a blast from the Vul 


Medium Hulk (Brown Hulks) 

Armed with missile launchers and powerful 
[but easily avoidable) Concussion Missiles, 

_ are sometimes cloaked and can fire at you 

round corners — again, Vulcan Cannon fire is your 
destroying them. 

Heavy Hulk (Red Hulk) 

These have a complement of homing 
lissiles which you have to dodge until 
' finally slam against a wall. Cloak your- 
rge at no more than two at a time, Vulcan 
Cannons a-blazing. 

Processing Robots (Spiders) 

Armed with triple-fire lasers, these spawn when hit 
into scores of Spider Babies so keep firing hard with 
the Quad-lasers. 

Class 1 Driller (Mai 
Gun Charlie) 

Heavily packed 
Vulcan Cannons but I 
on the armour, these ar 
hilated with a single 
though, they’re hard ti 

hang out in dark rooms) and lethal with their heavy 
fire power. 






















Descent ( tips ) 


Secondary Lifter (Spray Bots) 

Stuffed with multi-fire lasers these are lethal in 
packs, so line them up one in front of another and 
shoot them in order with Plasma cannons. 

Advanced Lifter (Swiss Army Bot) 

With four swing-arm cutters apiece, these attack in 
packs and are a lot like Slashers but quieter and more 
deadly. Splatter them with the Spreadfire Cannon. 

Class 1 Heavy Driller (Cyber Knights) 

These are nasty Plasma cannon-wielding beasts — 
attack from afar with Homing or Smart Missiles. 

PTMC Defense Prototype (Crazy Eddie) 

These hit you with high level Quad-lasers so try to 
dance round them, using strafing turns and letting 
loose with the Plasma or Fusion Cannon. 

Class 2 Platform Robot (Missile Bird) 

Multi-fire Rocket Launchers make these 
especially deadly. Squeeze off a Smart 
Missile if they’re alone or blast a pack 
with a Mega Missile. Generators can 
create them, so finish these off with 
some carefully-placed Proximity Bombs. 

Class 3 Gopher Robot (Flea) 

No direct attacks from these critters which some¬ 
times carry security keys, just a penchant for flying 
ahead of you and dropping Proximity Bombs. Don’t 
tailgate them — just shoot far ahead with a fully- 
charged Fusion Cannon to splat both bomb and Flea. 



Platform Robots 

Deadly in large packs, these are similar to the 
Missile Birds with their powerful multi-fire lasers. Deal 
with them solo using the Smart Missile, or use a Mega 
Missile on packs. Charging at packs often confuses 
them and you may make it through unscathed. 

Fusion Hulk (Purple Death) 

Well-armoured and packing Fusion can¬ 
nons, these can even survive a Mega 
Missile hit. They’re slow, though, so 
dodge them and let ‘em have it. 

Mini Processors (Baby Spiders) 

These are light weights but fast-moving and relent¬ 
less. Keep blasting until they’re history. 

Big Bosses 



him everything you’ve got. He’s not stupid, though, 
and will fire in your direction once you start letting rip 
or teleport once he’s hit too often. 

When not cloaked, fly close to the wall and keep 
moving so the Smart Bombs hit the wall and not you. 
Drop clusters of Proximity Bombs in his chamber in 
the open and often he’ll teleport into them. He makes 
strange noises before he teleports or fires, so listen 
hard while continuously strafing. 

Megahulk 

This Level 27 end-boss teleports, is armed with 
Mega Missiles and creates new robots to prop up his 
defence. Your best bet is to find a heap of Mega 
Missiles and Invulnerability Spheres, get in as close 
as you can and let him have it at point-blank range — 
he’ll then let rip with Mega Missiles, taking out many 
of his defending robots. When you run out, use Smart 
Missiles and hope for the best! 



Secret Robot Classes 

These three foes aren’t listed in the game’s intro, 
but they’re around... 



Superhulk 

Located on Level 7 of the Shareware edition, this 
guy has dual missile launchers with Smart Missiles 
and a teleport array. Slap on the cloaking device found 
near him to deflect his Smart Missile pellets and give 




Hidden Levels 

Three of Descent’s 30 levels are hidden in aster¬ 
oid fields adjoining the main levels. Here’s how to 
reach them: 

Secret Level 1 

As you near the Reactor on Level 10, head for the 
Extra Life icon sitting above a glowing cube. 
Capture the icon then stay in position until you see 
the Reactor room doors open and two red Hulks 
appear. Blast the Reactor then head for the red 
door. Pass through and shoot the second panel on 
the right hand side of the wall to trigger the open¬ 
ing device and reveal the secret level. 

Secret Level 2 

Enter one of three red doors into the Reactor 
chamber on Level 21, then pass through one of the 
three open doors on the far side of the chamber. 
Pick up a weapon then blast the door to open it. 
Leave the room and search for another doorway on 
the right-hand side of the wall containing a cloaking 
device. Fly in and allow the door to close behind 
you, then fire to re-open it. 

Return to the Reactor; the four protective panels 
rise allowing you to destroy the power source (keep 
the fire constant to keep the panels open). Head for 
the secret exit which is just beyond the regular exit 
around a serpentine corridor at the far end of this 
tunnel, in the ceiling just past the pillar to your left. 

Secret Level 3 

You’ll find the third secret level on Level 24 in 
the large pit-like chamber where the normal exit is 
located. The secret exit is at the bottom right, next 
to the hallway marked with the red door. Search in 
this massive chamber for a small chamber contain¬ 
ing missiles. 










X-COM 



y^f -[h 

pPl^tk cibout — wn^ere to / 

b||^in? Well, if yoi^^pping to >1 

^t anywhere inrlUPp Terror From The *ik 5 
DegjHjjoti need to make that the very ^ 
]flP»g>you do is think about building a 
J^fet^rfmary base. This must obviously 
cater for your immediate need^j^ut should also 
include structures that can mj^p^raluable later on. 
The key to this gamei&L|d||BR^^-development, so 
you’ll need plaat^ w SB^oy^^yiyouT^ientists and 
thei^staff^f^.^j^^re progress at ^,^|nt speed. 
But first ^^S fffsd; ^ 

Wfi^ with the gpp^e being, er, ‘fairl,5^||^nt’ upo^ 
access to water alralot^ of it (what witri^e ‘T errjij 
fuming from ‘Th^Deep’ and all that) you 

first base just off the coast of a well^ 

^^anced country, such as either America, Europe or 
Japan. The reason for this is that, because of you being 
right in the very heart of their territory,'you’tl have a 
better success rate when dealing with nearby threats 
— and keeping the countries that supply the largest 
financial support happy isn’t'exactly going to do yoi^ 
any harm now, is it? 

As previously mentioned, you’ll need to do solfiie 
serious research if you want to beat the aliens ayheir 
own game, and there really is no better way ^pfudy 
them than b^ cutting the little green buggi* open 
side-ways (y^jj^section complaints to David Upchurch 
at the usual addr^s please). Of course, you’ll also 
want to study the little fellas at close range, so 
make sure one of the first structures you build is 
^ , .an alien ^tainment area. You’ll also need 

^ to build living quarters to ci^e with'^ll of 

the helpful personnel you’re abput to 
'' hire, as welt as laboratory ^ce for your 
■ scientist teams — a^fer aR^i^^e>itist with- 
^ out a lab is pretty useless. 

in a large soj^r, as soon as you can, 
^ js fUHpill help y.QUJ be aware as poisible 
sail™ ut'alien activityllllbss the globe. As soon as 
W; ggjrtl^e funds, build yoiii'self some General 
■'i * "S toxes ^ m r^P j-aboratories and more Living 
l5iMter;^fl'm>v|y, you’ll be at^te to hire some 
^ more scientists, thus speeding up all research 
and development, and stilt have enough room to 
house the lot of ‘em. 


Whe^iu starK^^mingjesearch into the aliens 
(whicj|j|^ sho^'thWl&traigto^way), always research 
alierilcorpses f^^lt ^ce yoiif alien containment facili- 
are .^|j|a^tSand you’re able to capture a live 
^ecuiwj ^^^ ’^yearching^.him as they will some- 
dpereqt infc^ation — and informa- 
tiqn is plffSffe^ii^is game! * 

As far a^H^^ents are concerned, get yourself 
some Gauss^ea^QS as soon as possible as they’re 
pretty usefjpagainst*'the eaf^^^Nt^gns, namely the 
Gillmen an^lme Aquatoids-fand anyo'te who played X- 
COA/l’s afcally-excellent prequel,^FO: Enemy 
UnknownFwill recognise,the Aquatoid^pr precisely 


. ::y' 







Molecular Control 

There’s really nothing more annoying and damn 
bloody irritating than sending your top soldiers into a 
battle situation, only to have their brains fried by 
psionic aliens to the point that they start shooting 
each other, running around like nutters or performing 
Bernie Clifton’s ’hilarious’ ostrich routines. Counter 
this by getting interested in Molecular Control from an 
early age. Before you can do anything vaguely molec¬ 
ular, you’ll need to capture a live terrorist. This allows 
research into Molecular Control Laboratories, which, 
in turn, leads to the MC Reader - but only if you have 
one in your stores. 

If you want to stand any chance of actu¬ 
ally using Molecular Control on aliens, 
you’ll need an MC Disrupter. When you ' 
capture a live Tasoth and have 
already researched the MC Lab, 
you’ll then be able to research the ' 

Disrupter. This may sound like a 
lot of hassle but, like psionics in ^ n n r 

UFO, it’s a major advantage and / II ii EM ff 
well worth the bother. 

One other point on financ- 
ing all of the above — don’t ^ 
keep old weaponry and alien arti- 
facts that you’re finished with. They ' 
only clog up your stores, and you 
can sell them off to keep the ^ 

money rolling in. 


nauts too close nor too far apart, as this means that 
they will still be able to cover each other with 
opportunity fire, but without risking the possibili¬ 
ty of genocide every time some green sod pokes 
X' his head out of a hole and drops a bomb down 
\ their trousers. 


^ And Finally... 

(i) There is a wealth of information at 
your fingertips, so make use of it. As well as hav¬ 
ing a good read through the entries in the 
UFOpaedia, take time to study the graphs and 
^ make sure you’re aware of the various ‘hot- 
— spots’ around the globe. 


Showtime! 

Lobstermen are about the toughest aliens 
you’ll come up against. And just 
I ' " 'to make things worse, ranged 

/ /' weapons hardly do them any damage 

. ■ at all! The most effective weapons 

- N . against these little hors d’oeu- 

vres are the close-combat ones 
such as the Vibro Blades. If you 
■■ don’t have Vibro Blades, a Thermic 

. - Lance also does the job effectively (at 

V which point you can just serve with 
a salad and seasoning.) 

To get hold of the most basic 
close-combat weapon you’ll need to 
research a Calcinite Corpse. Calcinites 
are (he added, not wishing to sound at 
all patronising) a terrorising breed, so 
you’ll find them at, er, you know, terror 
sites (dohi). ■* 

Gillmen pose a different kind of ' V ' 
problem for your aquanauts, as explosive , 

weapons do very little damage to the hard-to-kill ' 
gits. Grenades and high explosive rounds from 
the Gas Cannon are fairly useless here, so you’ll 
need to get your best marksmen on the case and go 
back to shooting the buggers until they finally fall 
over (i.e. kill them!). 


what they are — wetter versions of the Sectoid, with a 
few surgical differences and the odd implant 
here and there.) f 

When you come to equip your Triton 
craft, remember that you’ll need to arm 
them differently depending upon whether 
they’re performing above or below water. 

Make sure you’re well versed in the various 
weapons’ attributes and quirks, as some ^ 
weapons will only operate properly when . 
they’re underwater (or vice versa). 

_ As far as equipping your 

crack squad of killer aquanauts 
‘ \ goes, it’s really all down to your 

T individual playing style. 

A, ^ I ^ However, make sure that you 

^ I - , ^ find out who are the strongest 

soldiers 
in your crew, and then 
\ I i give them all the 

4 ^ heaviest weapons and 

^ equipment to carry around. This 

way, all of your soldiers should per¬ 
form about the same, which is defi- 
J nitely preferable to having a mixture 

' of top-super-blokes and weak- 

git-donkeys. 


^ (2) You can’t risk losing financial backing, 

especially when things start getting hairy, so 
make sure you respond quickly to any alien 
sightings near the ‘big spender’ countries. 

(3) You can’t afford to lose aquanauts early 
on in the game, as these will provide skillful and 
experienced soldiers later in on (when, believe me, 
you’ll really need them). Don’t be afraid to start 
t; the game again from scratch once you’ve 
' had a few ‘learning games’. The first few 
" '' months are an excellent opportunity to 
train your troops on the job. 



Tackling terror sites is a must from the word go, as 
you’ll find Deep Ones at these sites quite early on in 
the game. Deep Ones are, incidentally, the key to early 
armour for your aquanauts. 

Your deployment of the 
aquanauts becomes more ^ 

crucial in the later — 

months, as the aliens will 1 I 



start to throw 
devices such as 
Sonic Pulse j 
Grenades at your , 
lads and lasses f 
as they leave the ^ 
craft. Try not to 
deploy your aqua- 


n 


V. 
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( tips ) Flight Of The Amazon Queen 


You’re stuck in Flight Of The 
Amazon Queen? You’re joking, 
right? Of course you are — Joe 
King, pilot for hire! Fret no 
more, here’s the full solution. 


The Great: Escape 

Joe begins the game locked inside the hotel room. 
Escaping is simple — just pick up the sheets on the right, 
then take the other sheet to uncover a laundry chute. Tie 
both sheets together and attach the resulting ‘rope’ to 
the radiator. Before climbing down the chute, yank the 
curtain cord to reveal the dressing room at the back and 
take the wig. 

Down in the basement, move the ladder and take the 
comedy breasts and a crow bar from the box at the top of 
the cupboard. Exit through the door at the top-left and 
walk into the hotel foyer. Talk to the bellboy and tell him 
you’re a friend of Lola — he’ll now let you take the key on 
the front desk. 

Back in the basement, open the door on the right 
using the key and step inside. Ask Lola for help, then 
while she’s in the shower, leave and climb back up the 
sheet rope into the hotel room. Crack open the chest 
using the crowbar to get a towel, which should then be 
given to Lola in her room — she’ll give you a dress in 
return. Outside in the basement, use the dress, along 



Flight Of The 

Amazon Queen 



Jungle Fever 

In the dimly-lit, waterlogged plane, look at the 
sopping wet seats to find a comic coupon. Open the 
duffle bag and look inside — you’ll find a lighter and a 
knife. By talking to Sparky you can get some beef 
jerky. Open the hatch and step out into the jungle. 

Throw the beef jerky to distract the piranha, then 
cut the stem of the lily pad using the knife. Reach over 
and pick up the propeller, and use it to paddle across 
to the river bank. After listening to Faye’s whingeing 



AiVfAaPo; 



with the wig and the comedy breasts, to disguise your¬ 
self as a women and sneak past the thugs in the hotel 
foyer and walk to Sparky’s truck. 

On the back of the truck, pick up the hay to find a can¬ 
ister of oil — take and use it on Rico’s car to send it spin¬ 
ning out of control. When you finally arrive at the airport, 
Anderson will be trying to prevent Faye from travelling on 
your plane. Insult Anderson and then punch him in the 
face, then watch as the Amazon Queen flies off, is struck 
by lightning and crashes down into the jungle. 



and whining, walk north up the path and listen to the 
message from Wedgewood the parrot. After he’s flown 
away, cut down the vine with the knife and head 
south, then down to the rickety rope bridge. Use the 
vine to strengthen the bridge and nip across to pick up 
the banana. 

Return to the Amazon Queen, then walk north to 
the gorilla. Talk to the crazy ape, and convince him 
he’s not real (if you think this is weird, you ain’t seen 
nothing yet — things get even stranger later on). He’ll 


disappear, giving you access to the pinnacle. From the 
map, walk to Trader Bobs and offer him the beef jerky. 
In return he’ll give you some money. Pick up the vacu¬ 
um cleaner, then talk to Naomi until she reveals to you 
that she needs some perfume for her date. 

Leave Bobs and the pygmy village and head north 
towards the jungle. Take the northern path, over the 
log and past the sloth, until you meet Bud and Skip. 
Talk to Skip and ask if you can have one of his comic 
books, then walk west to the jungle waterfall. From 
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Flight Of The Amazon Queen ( tips ) 


here, take the right path and walk south past the goril¬ 
la dressed as a dinosaur. 

At Jimmy and Mary-Lou’s jungle salvation centre, 
give the banana to the monkey to get the coconut in 
return payment, then talk to Mary-Lou — eventually 
she’ll tell you about her English-to-Pygmy dictionary, 
and also inform you that her nail file is almost worn 
out. Walk north and talk to the dinosaur, telling him 
he’s the gorilla you met earlier and that he doesn’t 
really exist. He’ll disappear again, allowing you to 
cross via the log. 

On the other side of the log, move north and use 
the vacuum cleaner on the wasps surrounding the 
orchid. Take the flower and walk east. Shortly joe will 
hear a noise and will hide behind a rock, waiting for an 
Amazon hunter to open the nearby door. When she 
disappears, click on the buttons and eventually joe 
will be captured... 

Rumbled! 

Inside the Amazon dungeon, speak to the bedrag¬ 
gled prisoner, asking him about his puppets and caus¬ 
ing a scene until he eventually hands one over. At this 
point Faye will appear and open the cell — follow her 
up to the throne room. Listen to the Amazon’s pleas 
and agree to help. Leave the temple by the path on the 
far left of the shower room. 

Return to Trader Bobs, giving Bob the orchid and 
taking the bucket o’ nets in return. Now walk to the 
Amazon Queen’s crash site where you’ll find Sparky 



the coconut halves. In return she’ll give you some 
rash-curing lotion. 

Take this lotion back into the jungle, walking north 
over the log and then east to where Bud and Skip are 
still waiting. Talk to Bud before offering him the lotion 
— he’ll then give you a load of coins. Return to Trader 
Bobs (hmm, this is getting tedious...) and pick up the 
record found on the back shelf of the shop. Now take 
off for the Floda Camp. 

Covert: King 

Walk past the guard dog and into the camp foyer. 
Give the vacuum cleaner to the secretary. Take the 
right exit into the kitchen and talk to the chef, asking 



the office with Henry inside. Talk to Henry, telling him 
he should report for kitchen duty. When he asks who 
gave the order, reply Colonel Jackson. Now walk into 
the adjacent room and pick up the book from the 
table. Use the knife on the book and take the key. 
Return to the corridor and walk to the fire exit that lies 
at the end of one of the hallways. 

In the lab, take the stairs to the prison and unlock 
the cell door using the key from the book. After the 
cutscene, pick up the pencil from the desk, then use 
the mannequins on the left. Once the guard has gone, 
ask Azura about the door code then tap the password 
into the panel on the left wall. Leave the camp and 
return to the pinnacle... 




waiting. Scoop up the perfume floating in the water 
using the net, then offer Sparky the comic book. 
Although he doesn’t really want the comic (ungrateful 
git!), take one of his files and walk south to get anoth¬ 
er banana from the ground. 

Make your way to the pinnacle. Choose the jungle 
from the map screen and walk east to the waterfall. 
Catch the beetle with your net. Head east then south, 
then give Mary-Lou the file in return for the English-to- 
Pygmy dictionary. Walk back to the pinnacle and 
return to Trader Bobs once again (phew, there’s a lot 
of trekking around in this game!). Give the perfume to 
Naomi and take the scissors. 

Via the pinnacle, make for the the Floda camp. Nab 
one of the flowers from the display on the right, then 
return to the jungle depths. Walk north and offer the 
flower to the sloth. Now use the scissors on the sloth 
to snip off a handful of hair. Now return to Trader Bobs 
(again!?!), give the sloth hair to the witch doctor in the 
pygmy village, then hand her the vacuum cleaner and 


him about the meal he’s cooking. Give him the 
banana and walk right into the dormitory. 
Open the mail bag and take the letter inside, 
then open the foot locker and grab the 
squeaky toy. Return to the kitchen and 
taking some Cheeze Bitz and dog food. 

From the foyer, walk north into the 
library and play the record on the phono¬ 
gram. When the desk moves, walk across to 
the hidden elevator. Walk south and look at 
the letter before giving it to John, the 
guard waiting in the corridor. When 
he reads the letter he’ll burst into 
tears, allowing you to walk into 
both offices on the left and exam¬ 
ine the duty roster. 

Back in the corridor, examine 
each of the rooms (apart from the 
door guarded by Klunk) until you find 
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tips ) Flight Of The Amazon Queen 


Accept, and shortly (after a cutscene) you’ll find your¬ 
self outside the sacred temple. 

Inside, trudge through the door on the left and 
move each of the decaying corpses on the far wall. 
Grab the rib cage and the leg bone dropped on the floor, 
then sneak through the door on the left and budge the 
remaining three bodies, again collecting the skull and 
the arm bone that fall to the floor. 

Walk back to the temple entrance and use the arm 
bone on the socket to the left of the room. Use the rib 
cage in the middle hole on the far wall, the skull on the 
top crevice and the leg in the bottom hole. Use the 
money on the coin slot and pull the arm bone — a 
secret corridor will open. Take the arm bone and step 
inside the black hole... 

Landing on the ground with a thud, Joe is immedi¬ 
ately confronted by the temple guardian. Answer his 
riddle with ‘Man’ and three doors will open — take the 
right one. Walk north then east across the bridge, talk¬ 
ing to the Floda guard on the way. 

In the adjacent anti-chamber, talk to the zombies 
and convince them to open the sarcophagus. When the 
coffin’s sealed again, pull the mummy wrappings and 
give them to the zombie woman. When the undead trio 
have disappeared, open the sarcophagus and take the 
crown, then cut the vine inside with your knife. Close 
the coffin and move it to reveal a secret passage. 

Walk through and use the scissors on the tree sap, 
scooping up a handful of the sticky substance before 
moving on. Rotate the fountain head and take the blue 
gem from under the water jet. Leave via the west exit, 
talk to Ian and walk through the left door. Use the hand- 
puppet on the stone disc, walk east, then east again 
and use the lever by the floor grating, joe is sucked into 
the air and dumped back at the huge statue. 

Exit through the statue’s mouth and use the stone 
disc on the spindle, then the gnarled vine on the disc. 

Take the left door then the east exit, and use the 


The Cryst:al Maze 

Walk to the Amazon Fortress and enter the throne 
room. You’ll be awarded a Tyranno horn for rescuing 
the Princess. The evil Doctor Frank will now appear 
from nowhere and order joe to retrieve the Crystal 
Skull. Go to the jetty via the pinnacle map and talk to 
the jolly-faced ferryman about fishing. Give him the 
beetle and he’ll then offer to take you to Sloth Island. 


Back at the huge statue, walk into its mouth again. 
Go to the room at the top via the pulley room. Use the 
pick-axe to crack open the hole on the right, then 
again to break the stalactite on the right. Take the flint 
from the ground and return to the statue room. 

Take the left exit, walk along the pathway and into 
the snake room. Wrap the mummy bandages around 
the arm bone to make a torch. Ignite the lighter using 
the flint and use it to light the torch. Use the torch on 
the snake to scare it off and trudge through the door it 
was guarding. Walk west from the temple waterfall 
and look at the body on the ground. You’ll find a bit of 


stone and an ID card — take them and leave, exiting 
into the altar room to the south. 

Head east into the room where Ian is being held 
captive. Use the lever on the left, then talk to Ian and 
ask him to untie the rope at the bottom of the cage. 
Pull the lever again and Ian will be set free. Leave 
through the left door (into the room with the door pro¬ 
tected by a deadly laser beam) and go west. Run west 
across the temple bridge and pull the big stick from 
the stone on the right. Return to the pulley room and 
dive into the hole leading to the treasure hamber. 
Prise open the crypt using the big stick and take the 
death mask from inside. 

Return to the central room. Take the right exit, 
then walk north, east, north (through the hole), west 


I loose vines on the pulley to join 

,_ f the two cogs together. Slot the 

baseball bat into the disc to open 
the gate on the right, and nip through 
before it closes. Pull the pick-axe from the 
ground and leave, closing the gate using 
the bat as you go. 




















Flight Of The Amazon Queen ( tips ) 



and west again, until you reach the booby-trapped 
room. Examine Ian’s body, taking the chunk of rock 
before leaving and taking the east exit. Yank the lever 
to return to the statue chamber. Leave via the west 
door and return to the lizard statueroom. Polish the 
death mask and use its shiny surface to reflect the 
laser beams back at the statues before stepping 
through the door. 

Walk to the opposite exit and into the treasure 
room, using the sap on the bat to make the end sticky. 
Use this to grab the green gem from the ledge, then 
leave walking past the damaged lizard statues, then 
west over the temple bridge until you reach the 
Weeping God carving on the wall. Slot both the green 
and blue gems in the holes and the water will stop, 
uncovering two exits. Take the one on the right. 

Use the knife to scrape the sap from the baseball 
bat, then stick the two pieces of stone together using 
the tree goo. Slot the improvised key into the right 
statue then walk to the newly-uncovered exit and 
enter the maze. Give the Cheeze Bitz to the Dinorat, 
and follow him through the maze. Repeat this process 
until you reach the exit. 

Examine the wall markings, then push the panels 
on either side of the throne. A chair will rise from the 
ground. Don’t sit on it just yet, though — exit through 
the east door instead. Use the vacuum cleaner to 




remove the dust from the floor, then solve the puzzle 
by first pushing one wall marking (two across, four 
down), then another (three across, three down). A 
door will open. 

Inside the guardian will reappear. Prove to her that 
you are the rightful heir to the Crystal Skull by giving 
her the crown. The door to the Skull will open, allow¬ 
ing you to take it. Leave, return to the throne room and 
sit on the chair. 


Jurassic Lark 

joe is catapulted out of the temple and lands heav¬ 
ily by the jetty, where he is taken prisoner by the Floda 
guards. In the cell, take the mug and rattle it against 
the prison door. Faye and Anderson will then release 



you. Leave for the lab, taking the super weenie serum 
from the shelf before exiting into the corridor. Walk 
right, along the corridor and into the next, opening the 
door and entering the storeroom. Examine the box 
and take the can opener, then leave. 

Walk through the corridors until you reach Klunk. 
Open the dog food with the can opener and sprinkle 
the super weenie serum on the meat. Give the ‘ChePs 
Surprise’ to Klunk, then talk to him and call him a wee¬ 
nie. joe will punch the knucklehead, knocking him out 
and allowing you to enter Doctor Frank’s office. 

Use the pencil on the writing pad to get the safe 
combination, then head back to the corridor and walk 






to the room with the single filing cabinet on the far 
wall. Push the cabinet to uncover a safe and use the 
scrap of paper to unlock the door. Open the safe and 
look inside, taking the key and the rocket plans. 

Outside in the hallways, take the elevator up into 
the library and examine the couch. Under the cushion 
joe will find a load of money — take this before leav¬ 
ing Floda camp and heading for Trader Bobs. Inside 
the shop, look at the comic book in your inventory and 
you’ll find a torn page — use the soggy coupon on it 
to get the Pocket Rocket blueprints. Now use your 
cash to buy the alcohol from Bob. Fill the rocket pack 
with the alcohol and walk back to the pinnacle. At the 
top, use the rocket pack to fly off... 

joe lands in the Valley Of The Mists. Walk off to the 
right and past the huge dinosaur, up to the clearing in 
the distance. Trudge past the head and up to the 
bushes, cutting off a few branches with your knife. 
Give these to the dinosaur. Walk south then west into 
the Boneyard. Blow the Tyranno horn to scare off the 
dinosaur then head east for a final confrontation with 
the evil Doc. 

After the lengthy cutscene, pick up the dino raygun 
and use it bn the Doctor. He’ll deflect it back at Faye. 
Ask her to turn her mirror around. Use the gun on the 
Doc again — this time the beam will be reflect¬ 
ed off the mirror so it hits Sparky. 

Sparky the death mask. Use the 
gun again and finally the 
beam will strike 
Doctor Frank, nuking 
him into oblivion. 

Now all you have 
to do is watch joe and 
company laugh as 
their adventure 
draws to a close. 

Could the evil Doctor 
return, though? For 
all our sakes, 
let’s hope not. 
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/ f you’re stuck on a game, don’t worry. There is 
no game the Power-Up crew can’t beat, mangle 




and tear to shreds within a matter of minutes. But 
if you can’t be bothered to perfect your skills and 
want to cheat instead, read on... 


The Daedalus Encounter 



Virgin Interactive Entertainment 

Okay, so it’s interactive movie time, yah, and it’s got, 
like Tia Carrere from out of Wayne’s World in it (and 
some nobody that nobody fancies), and it’s like, well, it’s 
like, interactive you know and it’s got FMV... and... 
oh sod it, here’s a rip-roaringly 
topper cheat which allows 
you to skip, hop or jump 
onto any ruddy level in 
the game you fancy. 

Simply go to the main 
menu screen and press 
Shift, ALT and F5 all at the 
same time. Now go to the 
game menu, select ‘jump 
To’, et voila, one reet 
handy level skip. 


Super Street Fighter II Turho 

GameTek 

We’ve been eagerly awaiting the kick-ass CD-ROM version of Capcom’s classic 
for ages and now it’s finally here. What’s more, it’s blinkin’, flippin’ excellent! To 
enhance you’re enjoyment that little bit more, we’ve found out the super-secret 
code needed to play the game’s secret character - Akuma. Hallelujah! 

On the character select screen, highlight the following characters for about four 
seconds apiece — Ryu, then T-Hawk, then Guile, followed by Cammy and finally 
back to Ryu. Having done this, press all three kick buttons simultaneously. You 
may have to try this a couple of times but I can assure you it works. Anyway, Ryu’s 
portrait in the top left hand corner will then be replaced by a sinister silhouette. 
Start the game as normal and Kapow!, you get to transform into the super secret 
character, Akuma! But what are his special moves I hear you cry? Well he’s pretty 
similar to Ryu but he can also unleash fireballs in mid-ar and perform a werid tele¬ 
portation move. What’s more, he’s harder than Ryu! Kersplat! 






One Must Fall 


us 


Epic Megagames 

If you’re tired of having sand kicked in your face and every muscle in your 
body is aching from continuous physical punishment (hmm, sound’s interest¬ 
ing!), calm down. Don’t bother scouring the classified ads looking for dodgy 
tablets that ‘Make Muscles Instantly’, just check out these here cheats for 
Epic’s hard nut beat-’em-up. One Must Fall. 

If you want to access a hidden sub-menu offering loads of goodies, try 
holding down 2,0,9 snd 7 on the main options screen. If, on the other hand, 
you want to fight amidst a load of scrap metal (why? — Dave) simply hold 
down B, I and G during one of the bouts. Finally, and here’s possibly the most 
useless cheat ever, press and hold R, B, I and N to make debris fall from the 
top of the screen while you’re fighting. Useless, eh? ^ 



















































( tips ) 


Powerdrive 

us Gold 

“...I just couldn’t believe it. There I was, skidding along some dirt track in the 
middle of nowhere when my front tyre blew. Why me? What have I ever done 
wrong? So there I was, standing in the pouring rain trying the jack the car up and 
change the tyre when...” 

Having similar problems? Well if you slide off the course in US Gold’s zippy 
Powerdrive, simply enter one of the following codes to start at various stages 
throughout the game. 

Round 2 (Kenya, Desert) 

Round 3 (Sweden, Snow) 

Round 4 (Corsica, Tarmac) 

Round 5 (Arizona, Desert) 

Round 6 (Finland, Tarmac) 

Round 7 (Australia, Outback) 

Round 8 (Britain, Dirt Track) 

Round 9 (Bonus Stage, Tarmac) 

Slipstream 5000 

Gremlin Interactive 

If you’ve entered the gorgeously texture-mapped world of Slipstream where 
guiding souped-up, superplanes around ten tortuous tracks is the name of the day 
(and ogling scantily-clad, silicon laden ladies is a secondary consideration), then 
by now you might have realised that achieving resounding success and glory is no 
mean feat. Never fear, for PC Games is here with a red hot cheat to ease your path 
to fame and fortune (and all that other 
happy crappy)! 

To enable you to pick a track, any track, 
and race to your heart’s content while 
being loaded with an OPEC-member-sized 
wad of wonga to splash out on weapons, 
systems and turbos, then simply load the 
game as normal, go to the main menu 
screen and type REFINERY. Easy huh? 



TiV2;6CF83KV39SQ: 

T 4 V 9 KT 0 LQ;QD=Q 7 ;F 

TW2KLHSCJXHHL-XV 

9)V2K9DP4072;S5;G 

9W9KQ;JRo5Q5J5;Q 

ZV9;Y3JS85Q59YYY 

6 V 9 K)GS 0 Z-J 7 T 7 XZ 

N3V9H3G8VDOBN1Y-F 



Alien Breed: Tower Assault 


Team 17 

They tried their damndest to thwart our carefully-laid plans to give you an 
easier life when pressing on through this devilishly difficult top-down blaster. 
They would have done anything to stop us, but no, we overcame. We strug¬ 
gled through and came out victorious and now here they are in all their mono¬ 
chrome glory, the cheats they tried to ban... 

Load the game as normal and head straight for the Options screen. Go 
down to Enter Mission Code and press Space before tapping in one of the fol¬ 
lowing passcodes to whisk you away to your required destination. 


Security Zone Three: 
Security Zone Three: 
Engineering Level One: 
Science Level Three: 
Military Level Three: 
Main Tower Level Two: 
Main Tower Level Two: 
Main Tower Level Four: 
Main Tower Level Four: 
Stores Level Three: 
Civilian Level Three: 
Miscellaneous Codes: 


FCDBMDEASDCAAADM 

FCCELDAAHDCAAAEK 

FKBDMDEAFDCAAAEB 

JGCJNDEAPDCAAACS 

EPAEMDEBBDCAAAEA 

LAAPJDAISDCAAACM 

LACJPDADSDCAAACS 

HCAPJDADSDCAAADD 

HCBPSLADSDCAAACB 

EJDCPDAASDCAAADG 

EEHBNDAASDCAAADK 

FKASMCEABDCAAACl 

JGAFICEABDCAAAEJ 

FKANLCEABDCAAADP 



At PC Games we pride ourselves on our reader services, so if you*re 
stuck on a game, make a note of your problem, stick it in an envelope 
marked Cheat Lab Interactive and post it to the usual address. As ever, 
we'll endeavour to help. 

Dear Cheat Lab, 

In Monkey Island 1, how the hell do I get the bananas? 

Stuart Murphy, 

Newcastle. 

Ah, easy. Go up the foot ladder and you ’ ll find a see-saw with a rock on it. This 
is actually a catapult. Next use the spyglass until you’re looking at the banana tree, 
nudging the see-saw so it turns to faces it. Now use the spyglass to find the big 
rock, then push it over the ledge. This will fall onto the see-saw, catapulting the 
other rocks into the air and knocking the ‘ nanas off the treel 

Dear Cheat Lab, 

I played Quest for Glory (So you want to be a Hero) as a fighter and got com¬ 
pletely stuck when I was facing Yorick in the Brigand’s Hide-out. Won’t you please, 
please help me to find out how to deal with Yorick? 

Isfandiary Djafaar, 

Birmingham. 

Hmm, /’m not entirely sure which bit you’re stuck on but /’ ll try and help. If 
you’re stuck in the Brigand’s hide-out, the only way to get past them is to fight. 
However, if you’re cornered in the Brigand leader’s chamber, use the dis-spell 
potion, then go to the desk and pick up the mirror and the healing potion. Leave via 
the exit behind the treasure chest on the east wall. If you want any more tips, try 
calling the Sierra helpline on 01734 304004. Calls are charged at standard rate. 


Dear Cheat Lab, 

I’m stuck on Alone in the Dark 2. I’ve been into the billiard room and found the 
secret door, but how do you open it? Also, I have taken the crown from the statue 
and put it on another, and an amulet appeared in the middle of a sign. The parch¬ 
ment says a door will open but I can’t seem to find it. I also can’t pick the amulet up. 
Any ideas? 

Ben Rogers, 

Leeds. 

We are here to serve young Benjamin! The secret door in the billiard room is 
opened by putting the billiard ball in the Chinese billiard table. You’ll also need the 
key from the bad guy in the attic. If you can’t pick up the amulet then you have 
missed something from earlier in the game. This could be any number of things so 
give Infogrames a call on 0171 738 8199 for more help. 

Dear Cheat Lab, 

I’ve been stuck for months on Cannon Fodder, especially on the Phase 
‘Guerrilla Warfare’. Have you got a cheat or hack of some kind which makes your lit¬ 
tle squaddie sprites invincible? Could you please, please, please help me? Please. 

C. Welhengama, 

Old Swan, Liverpool. 

PS. Have you got any cheats for Alien Legacy? 

Stuck on Cannon Fodder? What sort of soldier are you anyway? Well, as you 
didn’t give us the specific level number so it’s very difficult to help. However, 
armed with the level number contact the Virgin helpline on 0891 333 526 and 
they’ll gladly help. By the way, calls are charged at 36p and 49P a min depending 
on what time of day you call. As for Alien Legacy, /’ m afraid I don’t know of one. 

Dear sirs, (Ooh, I’ve never been called sir before! Dave K.) 

I have recently acquired a copy of the F-15 Strike Eagle II, but I keep on run¬ 
ning out of weapons. Do you know of any cheats? 

R. Ectal, 

Hendon. 

Well of course we do! Simply press Alt-T, Alt-R, Alt-T to replenish all your 
weapons. Don’t say we never give you anything! 














































bits and PCs 





NuReality Vivid 3D Pius 

P sst, wanna little black box? No flashing lights (an 
opportunity missed, if you ask me), but five 
knobs and a load of sockets to play with. Slap it up¬ 
side your PC, and it’s bound to impress the hell out of 
your mates. They’ll all be clamouring to ask you what 
it does. And you can get all enigmatic with them, 
because you won’t really know either. 

Actually, this particular piece of space-age wiz¬ 
ardry serves a real use above and beyond giving your 
computer the exotic techno-edge over your friends’. 
It’s a sound-based thing. Stick it between your sound- 
card and the speakers (so not much use if you don’t 
have a soundcard, then) and whack the volume right 
up to 11. 

In technical term, the Vivid 3D Plus takes the stray 
ambient sounds from the recording studio and boosts 
them in comparison with the main central sound, 
thereby producing a more pronounced accoustic for 
music or, indeed, sound effects. Er... yeah. Or, to put it 
another way, it turns your everyday games noises into 
something altogether more lush and realistic without 
anybody needing to specially write music routines 
into their games for it. 

The amount of width and depth added to a sound 
depends on the original sound, the way it was put 
together, and a hundred other things by all account, 
and so each game you play will react differ¬ 
ently to the NuReality system (or 
SRS for short). 


Fortunate, then, that you have all those knobs, 
isn’t it? They’re the ones that allow you to mess 
about with the amount of ‘centre’ and ‘space’ you 
add to any given sound. 

The verdict? With most computers still having 
piddly little speakers compared to your average 
hi-fi, they can do with all the help they can get to 
get more out of the sound, and the Vivid 3D Plus 
gives them loads of help. If you want to fit your PC 
with one widget and one widget only, then this is 
a serious contender, and if your speakers aren’t > 
amplified (what are you, living in the Stone Age?) -/S 
then you can even invest in the super spunky amp 
version, which does come with flashing lights! 

• Manufactured by: NuReality. Distributed by: 
Leader Media Products. Price: £TBA. Tel: (01992) 
503133. 


AlfaFire Joystick 

/ have to admit to being a little 
bit uncertain about this one 
when I got it got of the box. It’s a 
very plastic joystick, with those 
slick plastic buttons that you 
know in advance your fingers are 
going to slide off in mid-blast. And 
sure enough, that’s exactly the way 
it was. 

However, what I didn’t bank 
on was how neat the 
movement of the stick 
is. It feels like moving 
silk around, which is 
more than I can say 
for many a high-end 
flight sim joystick. The 
plastic is a problem, and no 
two ways about it, but for a cheapo 
stick you’ll find that ‘stick’ is some¬ 
thing it doesn’t do. Sure, it’s a bare-bones item 
— two fire buttons and an autofire switch, trim 
controllers and not much more — but for the 
dosh you could do far worse. Give it a test 
drive, or fly, or whatever it is you’ll be using it for. 
• Manufactured by: Golden Image. Price: 
£18.95. Tel: (0181) 900 9291. 


It’s a joystick (which isn’t immediately 
obvious, looking at it), with a full throttle 
system on the other side from the stick, and a 
bunch of buttons between the two. 

Each of those buttons, as well as the main controls 
on the stick itself, is fully programmable to represent 
a key pressed on the keyboard. The programming bit 
is exceptionally easy to do, and after spending a cou¬ 
ple of moments setting it up for a new game, you 
should never need to fiddle with the keyboard during 
play ever again. 

My one and only regret is that it’s a bit on the bulky 
side and takes up a fair bit of desk space. However, for 
all the functions it offers the Phoenix still winds up 
being a good, albeit expensive, option for serious joy¬ 
stick users. 

• Manufactured by: Advanced Gravis. Distributed 
by: Zye Technology. Price: £119.99. 

Tel: (01293) 538666. 


Zy-Fi 2 Pro Speakers 

et’s talk funky tunes here for a minute. 
You get the latest CD-ROM master¬ 
piece by MicroProse or LucasArts, it 
tumps out its 16-bit, CD-quality sound¬ 
track, and more than likely it’ll hit your 
ears as a slightly sad and bedraggled 
mess. Why? Your speakers, bud. Check 
them out. Most of us have fairly crap¬ 
py speakers at the end of our u2oo 
wavetable soundcards, and we’re not 
doing our games any favours. 

If you really want the ‘being there’ feel, 
then you need to do something about it. One option’s 
to go for the Vivid 3D, for certain. Alternatively (or per¬ 


haps together with — 
wow, now that’s a combo to die 
for) go for higher-powered speakers. 

You can get pairs for over £100 without frills, but with 
beauties like the Zi-Fi 2 Pros on the market at nearly 
half the price it’s worth stopping before you reach for 
the ‘overdraft’ part of the mail-order catalogue. 

They sound decently bassy, with good high-end 
definition, and don’t really distort much at higher vol¬ 
ume levels. Even my neighbours agree. ‘Nuff said. 

• Manufactured by: Zytech. Price: £59-99- 
Tel: (01386) 769400. 


Phoenix Joystick 

/ t looks like it belongs on the set of Star 
Trek, and it’s a little bit on the daunting 
side when you first get one attached to your 
PC, but the Phoenix is, in fact, a dandy bit of kit. 


Once again the good doctor 
get s out his techno-stetho- 
scope and examines the latest 
gadgets and gew-gaws.^_ 


Dr SPANNER'S 
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Xplora 

P eter Gabriel, eh? Bless his cotton socks. He’s out of 
his tree, I’m sure of it. And so will you be (sure, that 
is) when you get a good look at Xplora i. 

What exactly is going on here? It’s a spooky mish¬ 
mash of pages full of wonderous sounds and visuals, all 
loosely based around the ‘Peter Gabriel: Past And 
Present’ theme, but with no discernable structure. 
Traditional multimedia it isn’t, but it’s a joy to just... well, 
explore, I guess. Let the whole experience wash over 
you, hunt out secret areas, and generally have fun to 
your heart’s content. 

It’s always nice to see original stuff turn up when it’s 
nicely done. Xplora i fits the category perfectly. 

• Published by: Mirage. Price: £ 49 - 95 - Tel: 
(01260) 299909. 


Prehistoria 


CD 



Triceratops 


S ixty-five million years ago, when dinosaurs 
ruled the Earth, is a bit of a long time. So 
long, in fact, that nobody really knows a whole 
heap about those infamous reptiles who sold so 
many Jurassic Park videos for Stephen Spielberg. 
There’s loads of speculation though, naturally, 
and it’s this speculation that Prehistoria goes a 
bundle on. 

Unlike other dino-references available on CD- 
ROM, this one covers almost every bit of ground 
there is to cover concerning prehistoric life. Not 
just the big lizards, but the plants, the whole 
environment, and every single theory you could 
possibly think of. There are pages giving the 
basic low-down on ‘Who’s Who’ in the dino-world 
for sure, but also pages explaining how scientists 
think they moved and ate and reproduced, with 
great little animations running throughout 
the whole thing. 

It’s brilliantly presented and incred¬ 
ibly captivating, and overall 
Prehistoria is stunningly done and 
comes highly recommended. 

• Published by: Software 
Toolworks, Price: £39.99. 

Tel: (01444) 246333. 


“Three-Horned Face" 


Kulio!' Reptiles 


Time: 

Lato CrciBccouSk 
Locality: 

North America (Alberta. 
Colorado. Montana. 
South Dakota. 
Saskatchewan 
and Wyoming) 


ClAmnCATlOWS ffeAtOWeS 


Prepare yourself for a colour and sound overdose — Prehistoria 


is bubbling over with both. 


In The Company Of Whales‘^° 

F or those of you still dishless and trapped with terrestrial TV alone, let me explain that the Discovery 
Channel is a satellite outfit dedicated to broadening our minds in a documentary and educational program 
kind of way. In the field of wildlife, they go out and film anything that David Attenborough hasn’t gotten round 
to, and most things he has. In general they make very nice films. 

What they are now doing with those films, or so it would seem, is turning them into CD-ROMs with the orig¬ 
inal footage being condensed into tiny little windows on your PC, and then a sprinkling of interactivity thrown 
in for good measure. 

In The Company Of Whales has actually got some seriously good stuff in it, but the interface lets it down 
and the small video area has you frustrated and wishing for a video of Trials Of Life and good old-fashioned 
telly. Why is this not an MPEG product? Who knows? 

• Published by: Computer Bookshops. Price: £ 44 - 95 - Tel: (0121) 706 1250. 



I Rnguresviiimetworriammai gn>ups 
whh me most unusual klesMes would 
develop sometiing hice a sacn sense 
Bats, the onty airtpoma mannmals, and 
whales. Ihe mosicomplelely seaborne 
mammals, share an abNiy to produce 
and use sonar w locate objects In tier 
environment 


I This ability, caled echolocabon. 
involves sending a sound toward an 
[ obiecl andwaling for an echo to be 
sent back Based on henv quicldy a 
sound returns and howstong tie 
sound ts. an echo locating whale car 
form an image of its surrounding 
environment 


Echotocabon is tompbcaled Brvarying 







Why not check out In The Company Of Whales for all those things 
you ever wanted to know about cetacean life, like ‘What exactly is a 
cetacean when it’s at home?’ 


Messing About On The Water 

Looking at the way two separate companies 
have tackled the same subject shows just how 
diverse all this multimedia malarkey can get. Take 
these here whale discs, for example. MDI are a com¬ 
pany with a solid background in multimedia, and so 
you’d expect a lovely interface and pretty texty 
parts as well as pictures and sounds. 

However, The Discovery Channel are a different 
kettle of aquatic mammals altogether. They’re film 
makers, so it’s hardly going to be the shock of the 
century that they’ve gone heavy on the video 
footage and sent the film crews out in the corporate 
dinghy while keeping all the interface business to a 
minimum. The question is, which works better? 
Read the reviews and judge for yourself. 




Whales and Polphins,^,..^;^ 


Bod)f plan 

Sense organs 


Cetaceans hasre eyes, which they use 
to see both below and above water, 
although some river dolphins see very 
poorly. The sense of touch has been 
adapted to help the animals to swim 
efficiently by sensing water turbulence, 
and it is also thought that the skin 
around the cetacean's blowhole may 
be sensitive to whether or not the hole is 
dear of the water. 


Cetaceans seem to smell poorly; we 
know this because of their limited 
number of olfactory fsmell') receptors. It 
is thought that the abiliVto taste is not 
used as an important sense tool as it is 
in sharks. 


MDI's Whales and Dolphins has more details than I thought it was legal or morally decent to distribute about the personnel body organs of your 
average sperm whale. What’s more, Whales And Dolphins has it all in glorious technicolour. 

Whales And Dolphins^'’ 

IJ #ell, hello. What have we got here? It’s a multimedia product about whales (and dolphins — mustn’t for- 
Ir Ir get the dolphins) by an actual multimedia company. And it shows. 

MDI have been doing multimedia gubbins out of their Surrey offices for as long as the word ‘multimedia’ has 
been in the dictionary. Although the style of each of their products tends to be fairly similar, MDI are onto a good 
thing so why on Earth change it? In the case of Whales And Dolphins it works very well indeed, making it easy 
to wade through the information and generally find your way around. What’s more, the facts are accompanied 
by detailed picture, so it’s both pleasant to look at and informative. 

Ironically, because they have more experience in the field video compression on the PC, their video footage 
is far better quality than the Discovery Channel managed, too. Excellent, huh? 

• Published by: MDI Price. £34.99. 

Tel: (01252) 737630. 






































s 



^One Tribe^^ 

D udes and dudettes, this is wannabe Californian CD-ROMism at its highest art form. If One World felt 
like it was being cynically marketed at the MTV audience then One Tribe, its sister program, makes 
no bones about it. it is MTV on CD-ROM, as presented by one of their biggest VJs, Pip Dann. And it’s great 
because of it. 

One Tribe is no messing, in your face, pure and unashamed multimedia brashness. Images and video 
get thrown at you almost before you’ve had a chance to settle down in front of the computer, while ethni¬ 
cally accurate music funks the whole thing along. All the tribes, including our very own, are covered by a 
mix of text and graphic and sound. Which is handy really, since this is supposed to be multimedia, after all. 

Yep, you can’t fault it for being interesting to the last. Your senses might be sore for a while afterwards, 
but go for a quick lie down in a dark room and you’ll be fine. After that, you’ll be back for more. 

• Published by: Virgin. Price: £59.99* Tel: (0181) 747 9080. 



Techno-Babble! 

• It seems like the world’s gone com¬ 
pletely speaker-crazy recently! Apart from 
the absolutely fabulous Zy-Fi 2s the Doctor’s 
been reviewing this issue, we’ve had stacks 
of the little blighters landing on our door¬ 
mat from Logic 3, who’ve got a completely 
new range called Screan Beat to suit any 
pocket and any ear-drum. 

The range starts with the SB205S at loW 
which cost a very reasonable £14.99, and 
goes right up to the whopping SB270S 
which pack a mighty 70W punch that even 
the neighbours’ll hear. Each set is internally amplified 
and fully magnetically shielded. For more information, 
why not give Logic 3 a shout on (0181) 900 0024. 


Logic 3’s attractively-priced range of speakers cater for low-budget 
buyers and gamers looking for the ultimate in sound technology. 


• Got mates you want to play 
games with, and only one PC to 
play on? Network, schmetwork, 
that’s what we say on PC 
GAMES. Just get a splitter 
from Golden Image (tel: 
(0181) 900 9291). Called the 
AlfaTwin, all you need to do 
f is shell out the necessary 
£24.95, plug it in, and sudden¬ 
ly one joystick port becomes 
(wait for it) two joystick ports! Is 
that cool or what? 

On the other hand, 
if you’re just plain fed 
up with constantly 
plugging and unplug¬ 
ging different joy¬ 
sticks and gamepads 
then you could do far 
worse than to give 
Paperlogic a buzz on 
(0171) 636 7099 and ask 
them about their superb 
joyswitch, which has 
room for a whopping four 
joysticks at once as well 
as two sets of pedals. 
What’s the damage? A snip at around £47.00. 

• Itching to cruise down the Information 
Superhighway, and all you’ve been able to do so far is 
thumb a ride on your mate’s modem for a quick spin 
round the corner? Don’t fret, ‘cos the word is that now 
you can get the last word in turbo comms kit for bar¬ 
gain basement prices, curtosy of Hayes, who are the 


Ever fancied playing multi-play¬ 
er games but don’t have access 
to a serial link or network? Who 
needs one with Golden Images’ 
Alfa Twin joystick splitter. Super 
Street Fighter li Turbo will never 
be the same again! 



One World^^ 

hat on earth is all this hype about multimedia 
for? Give me a multimedia CD-ROM, and I’ll 
show you a waste of fifty-odd quid. Nobody needs this 
stuff, surely? 

Well no, but take a butcher’s at One World and 
you’ll be sorely tempted to slap your money on the 
counter there and then. 

And all for what? A 
blooming atlas, that’s 
what! Like you would 
have rushed out to buy a 
new atlas tomorrow if it 
was a good old tradition¬ 
al book. Now come on, be 
honest, you wouldn’t, 
would you? No, I didn’t 
really think so. 

So why One World? 

Because it’s multimedia, 
that’s why, and fairly 
good stuff at that. All the 
atlassy maps are there, 
but there are also masses 
of photos and text about 
each place to boot, and a 
few groovy sounds too. 

That’s what makes it 
interesting and fun, as 
well as (albeit marginally) useful. 

So what if it’s completely twee and totally clear 
that it’s a creation of the marketing men, who saw a 
chance to sell the latest techno-funk to the kids by 
making it hip and happening, in an MTV kind of way. 
Who cares, as long as it’s good? 

• Published by: Virgin. Price: £44*99* 

Tel: (0181) 747 9080. 



One World is the good old-fash¬ 
ioned household atlas for the 
MTV generation. No more dusty 
tomes here, I can tell you. 



modem people. They’re flogging the all-new Accura 
28.8Kbps (kicks butt pretty swiftish) at a wildly unbe¬ 
lievable £249, with the 14.4Kbps at £179- 
Distribution’s through Frontline on (01256) 463344. 



if you’re tight on cash but want to surf the net, check out Hayes’ nifty 
Accura bundles that start from just £179! 


• What’s the hot technology of the month? Well 
two-in-one graphics and MPEG cards seem to be all 
the rage these days, so forget spending over £300 for 
a bristeringly fast graphics card to play games on and 
around the same again for an MPEG decoder to get 
full-motion video. 

There are three companies which are offering the 
two-in-one card; first there’s Orchid’s Kelvin MPEG, 
while Sigma Designs have their RealMagic Rave. Last 
but by no means least there’s SPEA’s Showtime card. 
Less hassle, less dosh, and with that more MPEG prod¬ 
ucts are on their way for sure now. Their telephone num¬ 
bers? (01256) 479898, (01279) 442842, and (01844) 
261886, respectively. 





























Have you missed out on an issue of PC GAMES? You 
have? Well, here’s your chance to attain true gaming 
enlightenment with this superb, value-packed, to- 
be-repeated-again-and-again-and-again offer... 

WHAT DO YOU DO... Simply cast your eyes over the very rare and highly 
valuable issues of PC GAMES listed below, pick the ones that you want, 
and then write the appropriate issue numbers down on the coupon at the 
bottom of the page. Oh, and don’t forget to add those other essential 
details, like your name, where you live and whether you’d like the HD or the 
CD issue of PC GAMES. If you live in the UK, the HD issue costs £4.95 and 
the CD issue is a mere £5.95. If you live overseas, the HD issue costs £6.95 
and the CD issue is £7.95. So, write out a cheque or a postal order for the 
total amount (or give us your credit card details), put the coupon and the 
payment in an envelope and send it to: PC GAMES, Back Issues 
Department, Tower Publishing, Sovereign Place, Lathkill Street, Market 
Harborough LE16 9EF. 


PC GAMES BACK ISSUES 


Please send me the following back issue(s) of PC GAMES. 

(Please write the issue numbers here) 

I would like the QhD Issue dCD Issue 

I enclose a Qcheque/Qpostal order made payable to EMAP Images for £. 

(Rate per magazine issue: UK — HD £4.95, CD £5.95; Overseas — HD £6.95, CD £7.95) 


Please debit £.from my □visa/QAccess/QMastercard/QAMEX/QDiners card. 

No.:. Expiry Date:. 

Signed:. Date:. 

Name:. 

Address:. 


Postcode:, 


Send this coupon, along with the correct payment, to: 

PC GAMES, Back Issues Department, Tower Publishing, Sovereign Place, Lathkill Street, 

Market Harborough LE16 9EF. 

Please allow 28 days for orders to be fulfilled upon receipt of request. All orders are subject to availability — all titles shown 
are available at the time of this issue going to press, except those with a big ‘SOLD OUT’ stamped across them (obviously). 

L All prices quoted include the cost of postage. 


Issue 4 

Yes! We managed to find some 
more back issues of Issue 4 in the old 
water tank behind the shed — and now 
we’re offering them to you! We went 
Doom 2 crazy this issue, interviewed 
Mark Hamill and gave you Wacky Wheels 
and Transport Tycoon on the disks. 


Issue 5 

In our first CD issue, we took a 
long hard look at Magic Carpet, LBA, 
Transport Tycoon and Aces Of The Deep. 
And, if that wasn’t enough, we previewed 
Loadstar and DID’s Chopper. On the disk 
we had The Clue! and on the CD there 
was Retribution and LBA. 


Issue 6 

In Issue 6 we sank our teeth into 
Ecstatica, took to the skies with US 
Navy Fighters and fumbled our way 
through Kyrandia 3. We also previewed 
every game coming your way in ‘95 and 
on the disks and the CD we featured 
Flight of the Amazon Queen, NASCAR 
Racing, Magic Carpet and Cyberwar. 


Issue 7 

You missed Issue 7? Why? We 
had the first review of Origin’s Wing 
Commander 3 and finally got to grips 
with Rise Of The Robots. We also took a 
peek at 3D-Ware and previewed Alone 3 
and Dungeon Master 2, while on the 
disks we featured Bullfrog’s Tube and 
450Mb of The Making Of Wing 3! 



SPECIAL 
HD ft CD 
ISSUE! 


revlrwef 



Issue 8 

Id Software proved that they are 
the 3D kings with Heretic. Not only 
could you play the Heretic demo but we 
gave you the review, as well as analysis 
of KA-50 Hokum and EarthSiege. We also 
peeked at UFO 2, Sim Isle and Frontier 2. 
And disks? Well, we had Heretic, US Navy 
Fighters and Descent to keep you happy... 


Issue 9 

X-COM (or UFO 2) rose from the 
depths to grace our cover. “It’s wet 
and it’s wild!” screamed the coverline — 
and for once it wasn’t wrong. Also wild (if 
not so wet) were Oiscworld, Psycho 
Pinball and Descent. On the discs there 
were demos of X-COM, Prem. Manager 3. 
Dark Forces, Alone 3 and Wings Of Glory. 


Issue IO 

In another PC GAMES exclusive, 
we took the wraps off Cryo’s Aliens. 
We also previewed hot new titles from 
Gremlin and reviewed Mortal Kombat 2, 
Lost Eden and BioForge. On the HDs 
there were demos of ClockWerx , 
Stardust, while on the CD there was 
BioForge, Lost Eden and Full Throttle. 


Issue II 

The luscious Cammy from Super 
SF2 Turbo (oh, and Tia Carrere from 
The Daedalus Encounter) graced this 
month’s cover, and both games were 
reviewed inside. On the disks there were 
playable demos of CyClones, Darker, 
SSF2Turbo, Slipstream 5000, Tank 
Commander and many more. 
























































You want more Star Trek stuff? Well here's a taster of just some 
of the merchandising currently flooding the market. 

Enterprise Figurine y' 


Dogged by 
Klingons? Wipe 'em 
out with this variabie 
setting Next Generation 
Phaser compiete with realis¬ 
tic sound effects! 

Price £-12.93 


Mug 


Forget unwanted spiilage with this authentic Star 
Trek super-stabie mug as used by Jean-Luc Picard! 
Price £Varies 


Action 

Figure 

Piay with your favourite 
Star Trek character, 
complete with 
BendyArms™ 
and rubbery 
Phaser gun. 

Price 

£0.99 


Scare your friends and almost die of asphyxia¬ 
tion with one of these smart latex masks! 
Prices from around £39.99 


Gloat as bystanders 
gasp in awe when you 
walk the streets with 
this full-size cut-out 
of Counsellor Troi 
and CO. 
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Enterprise 

Crash land your own 
Enterprise, complete with 
pop-off battle damage 
and stickers! ^ 

Price £37.33 • 


Graphic Novel 

For the intellectuals in our 
midst, settle down with a 
k nice cup of tea and take 
in one of the many TNG 
graphic novels cur- 
rently available. 

Price £3.33 


Forget Armani, this tie is 
the latest fashion acces¬ 
sory to grace the cat- 
walks Cor so Dave 
Upchurch reckons)! 

Price £1 S.33 


Bird Of Prey Figurine 

Pretend you’re Commander Kiytzxg 
when piaying with this hyper-realistic 
Klingon warbird. 

Price £22.33 


Talking Alarm 
Clock 


Start the day with Jean- 
Luc yelling in your ear 
k and the Enterprise hit- 
^ ting warp speed 10! 
He Price £24.33 


( FORBIDDEN PLANET \ 

All these goodies — and many more — can be found at: | 

Forbidden Planet, 71 New Oxford St, London WCiA iDG. Tel: (0171) 
836 4179; mail order: (0171) 497 2150. Open Mon-Sat (Thursday 
and Friday ‘til 7pm). Special thanks to Chris and Jon at FP who i 
helped make this feature happen again. 







>1^ SB BN ON TV! 
PONT PLAY WITHOUT.., 

Use the power of your PC and Sophisticated 
Mathematics to identify patterns in actual results 



Si 

D (3b 

Beat the National Lottery! JfL Includes 

Identify patterns inVctual draws. Multiple plans 



".Brilliant! I\^ Winnings exceeded 

my stake -1 made Money while in with 
a chance for the Jackpot! 

R.L Twitchen, Beds. 


tify patterns ir 
And the closer it ^s, the 
more you potrfdJwTn! pj 


UK Dr 


Te-Loaded! 


, Treble Chance, 
’Bankers’ and Australian Pools. 
Don’t leave it to chancel qq 

Incl. 25yrs results Pre-Loaded! 


To improve your memory 

Remember speeches, jokes, names & faces, 
foreign words, playing cards, telephone & PIN’s, 
and much more 99 

(DOS only) 


Order today - don’t forget 


For Adults and Children 

Wide Level ranges from Pre-school to Adults! 
Improves spelling, vocabulary & mental dexterity; 

# 2 word games 

# Ingenious 3 level maths puzzle 00 

0 Memory game * * 


Programs require MS-Windows 3.1.2MB RAM. | visa 
Dept. GA. 24 Guildford St. Luton LU1 2NR 
Gemini Telephone: 0582 488121 (24hrs) 
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Help at Hand lSj 

Bruce Smith Books 


PC Beginners Pack 

For the complete beginner, learn the easy way through this combination of the PC Beginners and PC Multimedia 
Insider Guide books. Soft Tuiton’s Instructional video and fully documented Shareware collection. The books 
offer a blend of experience and hints and tips, with no previous knowledge assumed, and cover using Windows; 
running programs; copying files; changing settings; using built-in Windows applications; successful printing; set¬ 
ting up a CD-ROM drive; sound card and using a modem, all in a step-by-step fashion. The Windows introduc¬ 
tory video is the perfect visual backdrop to the books. 

PC Beginners Pack, £39.95, two books, video and shareware collection, ISBN: 1-873308-44-2. 


Andrew Banner’s Secrets of Sim City 2000 

This book is about experimenting, planning, strategy and lateral thinking; even deviousness; sometimes cheat¬ 
ing! It investigates new approaches and angles everyone can try and provides a complete guide to getting the 
best fro this classic game. You’ll pick up ideas and sharpen your wits in the following departments: tactics, 
finance and ordinances; disasters and pollution; power generation and transport; hints, tips and cheating (only 
a bit!). There’s a full question and answer section and plenty of screenshots to put you right on track. All done 
with wry humour and observations on how computer simulations can mirror real life, and vice versa! Includes 
full coverage of Urban Renewal Kit and exclusive disk offer containing game scenarios. 

Secrets of Sim City 2000, £9.95. ISBN: 1-873308-47-7 

Please send cheques/Postal Orders made payable to Bruce Smith Books LId.lo: Bruce Smith Books, 
Freepost 282, St.Albans, Herts, AL2 3JD or phone your Credit Card order on (01923) 894355. 

Please write for your copy of the complete PC books catalogue today. 


SEIECTIVE BBS 

Comprehensive ADULT section (over 18’s only) * Pictures of UK glamour 
models who will pose for amateur photographers * Satellite info (inc. how 
to get the naughty films!) * Shareware Games & Utils Galore * Hacks ‘n’ 
Cracks ‘n’ Tips * Trekkie Zone * Clip-Art & True Type Fonts * Graphical 
Software * Music Shareware / MIDI and MOD section with Music Related 
Conference Areas * Horse Lovers area * Business Opportunity area * Stamp 
& Coin area * Genealogy Area * Skill Base : The on-line way to find work 
or offer a vacancy * Technical Shareware and much more! 

Call 0131 447 8051 and download FREE samples or subscribe on-line with 
your credit card for full IMMEDIATE access! 

BEST OF 1994 CD-ROM CONTAINS OVER 2,000 ADULT 
GIF FORMAT IMAGES FOR ONLY £49.95 -L £3 P&P. 

Call our credit card hotline on 01745 337438 or send to 
Selective (Dept PCG), 36 St Marys Street, Edinburgh, EHl ISX. 
Send S.A.E. for our new fuller catalogue! 


DO YOU WANT 100% PC? 

DO YOU WANT 100% 
GAMES COVERAGE? 

DO YOU WANT 100% 
GAMES BUYERS? 


100% RESPONSE 
= 100% 




0171-972 6700 

MARIE LAWLOR 



























MAGAZINE READER SURVEY 


Fill out our important Reader Survey and you 
could WIN this month’s TOP TEN GAM ESI 



Dear PC Games Reader, 

Welcome to the annual PC Games Reader Survey. Each issue we try to 
make PC Games a better and better magazine. And to help us we would 
ask you to please spare the time to answer the questions on the next 
couple of pages. The more we understand about you, our readers, the 
better we can make the magazine for you. 

It is very important to us that we know as much as possible about your 
PC habits and the kinds of machines you have - so we can make PC 
Games as useful to you as possible. The technology moves on so fast, 
and the Reader Survey is the fostest way to find out what information 
you will want from us over the coming months. 

We appreciate that the questionnaire may look a little daunting. 
However, we do ask you for your help. And since all the responses are 
of the ‘tick-box’ type the form is quite quick to complete. 

Oh, and as a bit of a transparently obvious bribe, actually, we have £500 
worth of latest games to give away to one lucky person who sends in a 
completed Survey whose name we pick out of the hat... 

Thanking you in advance, for your time and effort. 


In return, the information you give will enable us to make PC Games just 
simply better and better!! 


Yours sincerely. 



David Upchurch 
EDITOR 

PS If you do not wish to damage your copy, of course, a photocopy of the 
pages and your answers is just as good! 

When you have completed Survey Form, please send it ASAP to: PC 
Games Reader Survey, Emap images. Priory Court, 30-32 Farringdon 
Lane, London ECiR 3AU. 


THE QUESTIONNAIRE 


5 On average how much time do you spend using your PC every week? 


ABOUT YOU ] 


Less than 1 hour 

□ 

1-2 hours 

□ 



2-4 hours 

□ 

4-6 hours 

□ 

1 Are you: 


6-8 hours 

□ 

8-10 hours 

□ 

Male d Female 

□ 

10-20 hours 

□ 

More than 20 hours 

□ 


2 How old are you? 


Under 8 

□ 

8 

□ 

9 

□ 

10 

□ 

11 

□ 

12 

□ 

13 

□ 

14 

□ 

15 

□ 

16 

□ 

17-19 

□ 

20-23 

□ 

24-29 

□ 

30-34 

□ 

35-44 

□ 

45-54 

□ 

55 or over 

□ 







3 What do you do? 

Full time employment □ 

Part time employment □ 

Unemployed 

Higher Education (University, etc.) Q 

6th Form/6th Form College Q 

Secondary school □ 

Junior school Qj 

Other:... 


4 What do you do in your spare time? Please rate how keen you are on 
each of the following (10 > hyper keen, 1 > couldn’t care less) 


6 How do you usually use your PC? 

On my ow/n □ With a friend □ 

With a group of us □ With my family □ 

7 When you are using your PC, how much of that time, as a proportion, is 
spent playing games - rather than doing other stuff? 


I spend 75-100% of my PC time playing games □ 

I spend between 50-75% of my PC time playing games □ 

I spend between 25-50% of my PC time playing games □ 

I spend between 0-25% of my PC time playing games Q 

8 What is your annual income? 

Under £1,200 □ £1,200 to £6,000 □ 

£6,ooo-£9,999 Q £10,000 -14,999 Q 

£15,000-19,999 □ £20,000-29,999 □ 

£30,000-39,999 □ £40,000 or more □ 


9 Which of the following do you regularly buy? 


Play computer games 

□ 

Play sports 

□ 

CDs 

□ 

Tapes 

Watch TV 

□ 

Watch satellite TV 

□ 

Videos 

□ 

Clothes 

Watch sports 

□ 

Watch videos 

□ 

Shoes/Trainers 

□ 

Sweets 

Listen to music 

□ 

Listen to the radio 

□ 

Crisps 

□ 

Drinks 
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reader survey 


Take-away food □ 

Comics □ 

Something else, namely:. 


Books 


□ 


27 Which of the following peripherals do you own, or intend to purchase 
or upgrade within the next 12 months? 


10 Do you have a bank/building society account? 

Yes d No d 

If you do, who is it with?. 

11 Do you use or have access to a PC at work? 

Yes d No Qj 

12 Do you spend, authorise spend or influence spend on PC hardware, 
software or services at your work? 

□ No □ 


Yes 


ABOUT YOUR PC 


13 Which of the following describes your technical competence on the PC? 

Expert □ Competent □ Complete beginner □ 

Beginning to get the hang of most things Qj 

14 Which of the following PCs do you own/use (if more than one please 
tick the machine which you most actively use)? 


Extra disk drive 
Monitor 
Video digitiser 
Laser printer 
Ink-jet printer 
Dot-matrix printer 
Other printer 
Modem 
Genlock 
Sound sampler 
Mouse 
Accellerator 
Emulator 
Graphics board 
FMV capability 
Networking interface 
PCMCIA drive 


Own Intend to purchase/upgrade 

□ □ 

□ □ 

□ □ 

□ □ 

□ □ 

□ □ 

□ □ 

□ □ 

□ □ 

□ □ 

□ □ 

□ □ 

□ □ 

□ □ 

□ □ 

□ □ 

□ □ 


28 Which of the following types of software do you own/use, or intend to 
purchase or upgrade within the next 12 months? 


286 

□ 

386SX 

□ 

386dx 

□ 

Word processor 

486SX 

□ 

486dx 

□ 

486dx/2 

□ 

Spreadsheet 

Pentium 

□ 

Other . 




Database 


15 What is the clock speed of the processor inside your PC (if you know it)? 

i6MHz □ 25MHz □ 33MHz Q 50MHz □ 

66MHz □ 90MHz □ Other:. 

16 Do you plan to upgrade your PC in the next 12 months? 

Yes Q No Q 

17 If you answered Yes to Q13, what do you intend to upgrade to? 

286 □ 386SX □ 386dx □ 

486SX □ 486dx Q 486dx/2 □ 

Pentium □ Other . 

18 How much memory (RAM) does your PC have? 

0.5Mb □ iMb □ 2Mb □ 4Mb □ 8Mb □ 16Mb or more □ 

19 Do you intend to upgrade the memory capacity of your current PC in 
the next 12 months? 

□ No □ 


Painting program 
Drawing program 
DTP 

Com ms program 
Internet software 
Sound sampler 
MIDI sequencer 
Programming language 
Multimedia 
Image processing 
Rendering software 
Grpahics utility 
PD software 

Other utility (own), namely:. 

Other utility (intend to purchase), namely: 


Own/use 

Inte 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 


Yes 


20 What size hard drive does your PC have? 

Under 6oMb Q 6o-i8oMb Q i8o-30oMb 


29 Is your PC linked to a HiFi or external speakers? 

Yes Q No Qj 

30 How much do you plan to spend on hardware and software (all types) 
in the next 12 months? 


□ 


5.25 inch floppy □ 

3.5 inch floppy (high density) □ 
CD-Rom drive (double-speed) □ 


3.5 inch floppy (low density) 
CD-Rom drive (single-speed) 
CD-Rom drive (quad-speed) 


22 What type of graphics card does your PC have? 

CGA □ EGA □ VGA □ 


SVGA □ 


Other.. 


23 What kind of soundcard do you have installed? 


300Mb or more Q 


Hardware 

Sof 


Nothing 

□ 

□ 

all that apply)? 

Under £60 

□ 

□ 

□ 

£6o-£ii9 

□ 

□ 

□ 

£i20-£299 

□ 

□ 

□ 

£300-£599 

□ 

□ 


£6oo-£899 

□ 

□ 


£900-£ii99 

□ 

□ 


£i 2 oo-£i 799 

□ 

□ 


£i 8 oo -£2399 

□ 

□ 


£2400-£3599 

□ 

□ 


£3600 and over 

□ 

□ 


None 

Roland 


□ 

□ 


Adlib 

Gravis Ultrasound 


□ 

□ 


Sound Blaster □ 


24 Which version of DOS do you have? 

MS-DOS 4 or earlier Q MS-DOS 5 

MS-DOS 6 □ MS-DOS 6.2 

DR-DOS □ 


Other., 


□ 

□ 


31 Apart from games, what else do you use your PC for? 

□ 

□ 

□ 


25 Do you use Windows? 

Yes Q No Q 

26 If you answered Yes to Q23, which version of Windows do you use? 

Windows 2 □ Windows 286 □ 

Windows 3 □ Windows 3.1 □ 

Windows for WorkGroups Q Windows 95 Q 


DTP 

Multimedia 

Music (inci midi 8i sampling) 

Graphics and animation 

Word processing 

Education 

Programming 

Personal finance 

Business spreadsheets/accounts 
Comms/Internet etc 
Video/movie applications 
Reference information retrieval 
Business presentations 


□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 














32 What type of PC games are you interested in? 


Arcade style (shoot 'em ups) Ql 

Board/puzzle (chess/Tetris etc) □ 

Flight sims □ 

Graphic adventures □ 

Platform games Ql 

Role playing/strategy games Q 

Sports sims □ 

‘Interactive movies’ □ 


33 Apart from your PC, which of the following other machines do you (i) 
own or have access to or (2) intend to purchase in the next 12 months? 

1: Own or 2: Intend to 1: Own or 2: Intend to 

/have access purchase /have access purchase 


Commodore Amiga 

□ 

□ 

Acorn Archimedes 

□ 

□ 

PC Engine 

□ 

□ 

3DO 

□ 

□ 

Neo Geo 

□ 

□ 

Philips CD-i 

□ 

□ 

Sony Playstation 

□ 

□ 

Sega Saturn 

□ 

□ 

Sega 32X 

□ 

□ 

Sega Mega-CD 

□ 

□ 

Sega Megadrive 

□ 

□ 

Sega Game Gear 

□ 

□ 

Sega Master System 

□ 

□ 

Nintendo SuperNES 

□ 

□ 

Nintendo GameBoy 

□ 

□ 

Nintendo NES 

□ 

□ 

Atari Jaguar 

□ 

□ 

Atari ST 

□ 

□ 

Apple Macintosh 

□ 

□ 

Apple PowerMac 

□ 

□ 

34 How many games do you own? 




None 

□ 


One 

□ 


2-5 

□ 


6-10 

□ 


11-25 

□ 


26-50 

□ 


More than 50 

□ 






35 On average how many software programs (games or utilities) do you buy? 


Never buy software 

□ 

A couple every year 

□ 

One every three months 

□ 

One every couple of months 

□ 

One per month 

□ 

Two per month 

□ 

Three per month 

□ 

Four per month 

□ 

Five per month 

□ 

More than five 

□ 

36 How many software 

programs (games/utilities) do you get given (as 

presents etc)? 




None 

□ 

A couple every year 

□ 

One every three months 

□ 

One every couple of months 

□ 

One per month 

□ 

Two per month 

□ 

Over two per month 

□ 



37 How many different 

games do you play in a month - either of your own, 


at a friend’s or elsewhere? 


None 

□ 

1-5 

□ 

6-10 

□ 

11-15 

□ 

15-20 

□ 

Over 20 

□ 

38 How long have you been using a computer? 

A month or less Q 1-3 months 

□ 

3-6 months 

□ 

6-12 months 

□ 

12-18 months 

□ 

18 months - 2 years 

□ 

2-3 years 

□ 

3-4 years 

□ 

4-6 .years 

□ 

Over 6 years 

□ 


39 In order of preference, which of the following are the most important 
things that help you decide which software to buy? Please rate each factor 
in importance between 1 and 5, where 5 is ‘essential’ and 1 is ‘hardly 
important at all’. 

Computer magazine review _ 

Computer magazine preview _ 

Recommendation by a friend _ 

Advert in a computer magazine _ 

Editorial coverage in other types of magazine _ 

Saw it on TV _ 

Saw an advert on TV _ 

Saw a poster _ 

Saw it at an exhibition _ 

Shop demonstration _ 

Rent to try out first _ 

Something else, namely:. 


reader survey 


40 Where do you normally buy your PC equipment and software? 


Dixons 

□ 

Virgin 

□ 

Woolworths 

□ 

Argos 

□ 

Comet 

□ 

Boots 

□ 

Toys R Us 

□ 

WH Smith 

□ 

Microbyte Games 

□ 

Our Price 

□ 

HMV 

□ 

Currys 

□ 

Rumbelows 

□ 

Future Zone 

□ 

John Menzies 

□ 

Game 

□ 

Blockbuster Video 

□ 

Ritz 

□ 

Tandy 

□ 

Beatties 

□ 

Mail order 

□ 

Local specialist shop 

□ 

Asda 

□ 

PC World 

□ 


41 What you think of the software publishers (please tick one box only 

per publisher)? 

Publisher 

Good 

OK 

Poor 

Don’t 

know 

Never 

heard of them 

21st Century 

□ 

□ 

□ 

□ 

□ 

Acclaim 

□ 

□ 

□ 

□ 

□ 

Accolade 

□ ‘ 

□ 

□ 

□ 

□ 

Activision 

□ 

□ 

□ 

□ 

□ 

Adventuresoft 

□ 

□ 

□ 

□ 

□ 

Anco 

□ 

□ 

□ 

□ 

□ 

Audiogenic 

□ 

□ 

□ 

□ 

□ 

AutoDesk 

□ 

□ 

□ 

□ 

□ 

Borland 

□ 

□ 

□ 

□ 

□ 

BMG 

□ 

□ 

□ 

□ 

□ 

Bullfrog 

□ 

□ 

□ 

□ 

□ 

Codemasters 

□ 

□ 

□ 

□ 

□ 

Core Design 

□ 

□ 

□ 

□ 

□ 

Corel 

□ 

□ 

□ 

□ 

□ 

Cyberdreams 

□ 

□ 

□ 

□ 

□ 

Domark 

□ 

□ 

□ 

□ 

□ 

Electronic Arts 

□ 

□ 

□ 

□ 

□ 

Elite 

□ 

□ 

□ 

□ 

□ 

Empire 

□ 

□ 

□ 

□ 

□ 

GameTek 

□ 

□ 

□ 

□ 

□ 

Grand Slam 

□ 

□ 

□ 

□ 

□ 

Gremlin Interactive 

□ 

□ 

□ 

□ 

□ 

GT 

□ 

□ 

□ 

□ 

□ 

IBM 

□ 

□ 

□ 

□ 

□ 

Impressions 

□ 

□ 

□ 

□ 

□ 

Infogrames 

□ 

□ 

□ 

□ 

□ 

Intuit 

□ 

□ 

□ 

□ 

□ 

Krisalis 

□ 

□ 

□ 

□ 

□ 

Lotus 

□ 

□ 

□ 

□ 

□ 

Lucas Arts 

□ 

□ 

□ 

□ 

□ 

Maxis 

□ 

□ 

□ 

□ 

□ 

Microprose 

□ 

□ 

□ 

□ 

□ 

Microsoft 

□ 

□ 

□ 

□ 

□ 

Mindscape 

□ 

□ 

□ 

□ 

□ 

Mirage 

□ 

□ 

□ 

□ 

□ 

Novell 

□ 

□ 

□ 

□ 

□ 

Ocean 

□ 

□ 

□ 

□ 

□ 

Origin 

□ 

□ 

□ 

□ 

□ 

Probe 

□ 

□ 

□ 

□ 

□ 

Psygnosis 

□ 

□ 

□ 

□ 

□ 

Renegade 

□ 

□ 

□ 

□ 

□ 

Sage 

□ 

□ 

□ 

□ 

□ 

SCI 

□ 

□ 

□ 

□ 

□ 

Sensible Software 

□ 

□ 

□ ■ 

□ . 

□ 

Sierra 

□ 

□ 

□ 

□ 

□ 

Sony 

□ 

□ 

□ 

□ 

□ 

Spectum Holobyte 

□ 

□ 

□ 

□ 

□ 

Team 17 

□ 

□ 

□ 

□ 

□ 

Thalion 

□ 

□ 

□ 

□ 

□ 

Time Warner 

□ 

□ 

□ 

□ 

□ 

Ubisoft 

□ 

□ 

□ 

□ 

□ 

US Gold 

□ 

□ 

□ 

□ 

□ 

Virgin 

□ 

□ 

□ 

□ 

□ 

WordPerfect 

□ 

□ 

□ 

□ 

□ 


other favourite: 








reader survey 


ABOUT THE MAGAZIIMES 


42 Where do you usually buy your video games magazines from? 


WH Smith 

G 

John Menzies 

G 

Martins 

G 

Fourbuoys 

G 

Tesco 

G 

Sainsburys 

G 

Asda 

G 

Woolworths 

G 

Safeway 

G 

Waitrose 

G 

/-Eleven 

G 

Petrol Station 

G 

SuperDrug 

G 

PC World 

G 

Other specialist PC shop 

G 

Local newsagent 

G 

Subscription 

G 

Somewhere else:. 



43 Is your copy of PC Games magazine either: 

Saved for you by the ne\wsagent Q Or, delivered to you by the newsagent Q 


44 Who pays for the magazine? 

You □ A relative Q 

A friend 

45 How many other people apart from yourself will see your copy of PC 
Games magazine? 


Nobody else 

G 

One 

G 

Two 

G 

Three 

G 

Four 

G 

Five 

G 


More than five (please write in number), 


46 How often do you (1) buy or (2) see (perhaps a friend’s copy) of PC 
Games magazine? 



1: Buy 

2: See 

Every month 

G 

G 

Once every couple of months 

G 

G 

Once every three months 

G 

G 

Less often 

G 

G 


47 How long have you been buying PC Games magazine? 

One month □ 1-3 months □ 

3-6 months □ 6-12 months □ 

12-18 months □ 

48 Would you ever buy a software program (game/utility) without seeing 
a review in PC Games magazine? 

Yes Q No Q 

49 How do you rate PC Games as a computer games magazine? 

(10 = brilliant, 1 = very poor) 

iG 2G3G4G5G 

6G 7 Gs G9 GioG 

50 Do you find the technical help in this issue of PC Games: 

About right G Too technical G Not technical enough G 


51 What do you think of the different sections of this issue of PC Games 
magazine? 



Good 

Average 

Poor 

Covers 

G 

G 

G 

Cover disks 

G 

G 

G 

Disk pages 

G 

G 

G 

News 

G 

G 

G 

Previews 

G 

G 

G 

Reviews 

G 

G 

G 

CD Updates 

G 

G 

G 

Budget game reviews 

G 

G 

G 

Competitions 

G 

G 

G 

Power up (long tips) 

G 

G 

G 

Cheat lab (short tips) 

G 

G 

G 

Features 

G 

G 

G 

Shareware section 

G 

G 

G 

Dr Spanner (tech help) 

G 

G 

G 

Letters 

G 

G 

G 


52 Please indicate if you agree or disagree with the following suggestions 
for PC Games’ content: 



• I’d like long reviews to be longer, though 
there wouldn’t be room for so many 

• I’d like every new release covered, even if the 
reviews were quite short 

• I’d tike to read special columns devoted to areas 
of gaming, like RPGs, adventures etc 

• I’d like to see more hardware coverage 

• I’d like to see more features 

• t think the design isn’t adult enough 

• 1 don’t think the look of the cover reflects the 
content of the magazine inside 


Agree 

G 

G 

G 

G 

G 

G 

G 


Disagree 

G 

G 

G 

G 

G 

G 

G 


53 What other magazines do you normally buy or see, or used to buy but 
don’t any more - and how would you rate each of them out of 10 (where 10 
is brilliant and 1 is rubbish)? 


Magazine 

Buy 

See 

Used to buy 

PC Answers 

G 

G 

G 

PC Attack 

G 

G 

G 

PC Format 

G 

G 

G 

PC Gamer 

G 

G 

G 

PC Fiome 

G 

G 

G 

PC Power 

G 

G 

G 

PC Review 

G 

G 

G 

PC Solutions 

G 

G 

G 

PC Tactix 

G 

G 

G 

PC Zone 

G 

G 

G 

Computer Life 

G 

G 

G 

CD PowerPlay 

G 

G 

G 

CD-Rom Games 

G 

G 

G 

CD-Rom Magazine 

G 

G 

G 

CD-Rom Now 

G 

G 

G 

CD-Rom Today 

G 

G 

G 

CD-Rom User 

G 

G 

G 

Children’s Computing 

G 

G 

G 

PC Kidz 

G 

G 

G 

internet & Comms Today 

G 

G 

G 

internet Magazine 

G 

G 

G 

Net User 

G 

G 

G 

.net 

G 

G 

G 

Computer & V\deo Games (CVG) Ij 

G 

G 

Edge 

G 

G 

G 

GamesMaster 

G 

G 

G 

Gamesworld 

G 

G 

G 

Ultimate Future Games 

G 

G 

G 

Sega Magazine 

G 

G 

G 

Nintendo Magazine System 

G 

G 

G 

Mean Machines Sega 

G 

G 

G 

CU Amiga 

G 

G 

G 

The One Amiga 

G 

G 

G 


54 How did you first find out about PC Games magazine? 


From a friend 

G 

in a newsagent 

G 

From a magazine advertisement 

G 

At an exhibition 

G 

From a TV show 

G 

From a radio ad 

G 

From a leaflet in a hardware or software purchase 


G 


Somewhere else, namely:. 


55 If you could change one thing about PC Games magazine to make it 
better what would it be? 


IF YOU WANT TO BE INCLUDED IN THE PRIZE COMPETITION, MAKE SURE YOU FILL IN THE 
COUPON BELOW: 

56 Your name:. Your address:.. 


IMPORTANT. Finally, if you DO NOT wish to recieve further information on future PC 
products and services please make sure you tick this box |~J| 

NOW post the completed Survey as soon as possible to: PC Games Reader Survey, Emap 
images, Priory Court, 30-32 Farringdon Lane, London ECiR 3AU. Once again, thank you for 
your help. 














Come on, don’t be shy. Why not air 
your views by writing to us at: Letters, 
PC GAMES, Priory Court, 30-32 
Farringdon Lane, London ECiR 3AU. 
Alternatively, fax us on (0171) 972 6710 
or even send the crew an e-mail to: 
PCREVIEW@CIX.COMPULINK.CO.UK. 



Meps-acilyi! 


STARLGTTeR 


r\ 


Dear PC GAMES 

I think your magazine is great, but I’m sorry to have to write in to you on a 
bad note. In the May edition of PC Games you did a good review on ‘NBA Live 
‘95’, but in the minimum spec box you stated that the game needed 4Mb of 
RAM to run. So I saved all of my Easter money and paper round money and 
sent away for the game. 

To my dismay though, when I got the game it stated on the J)ox that the 
minimum spec included 8Mb of RAM for it to run. So now I’ve gone and wast¬ 
ed all my money on a good game that will not run until I’ve got another 4Mb 
of RAM. 

As you can imagine this is very frustrating for me as I cannot afford anoth¬ 
er 4Mb of RAM at the moment. As a reader of your magazine I need to be able 
to rely on your information on the system requirements. 

Craig Beal, 

Bangor. 

Ah, another problem that derives from exactly what I was talking about in 
"The Great Meg Race” letter also on this page. The answer from that letter 
also applies in this case, and all we can do is get down on our bended knees, 
apologise profusely and then throw ourselves off the very top of Emap 
Towers in utter humiliation. 

There's one other thing that we can do, and that is award you Star Letter 
of the month and send you a crisp 50 smackers to either pop back into your 
piggy bank, or go towards a 4Mb upgrade. Once again, soz. 


The Great Meg Race 

Dear PC GAMES 

Of all the magazines I’ve read so far 
yours is the best, so now I get your mag 
every month. But during the four 
months I’ve been buying PC Games I’ve 
noticed a couple of obvious mistakes 
that I think I should point out to you. 

1) . In issue lo’s Next Month page you 
showed a new Star Trek; TNG game. 
When I got issue 11 what’s on the cover? 
Super Street Fighter II Turbo!!! The next 
month page gave the impression that 
there would be a review or at least a big 
preview or Star Trek: TNG, just like you 
did with Aliens. But all I saw about the 
game was a 2-page advert, which had 
nothing to do with the PC Games team. 

I know that games do come out sud¬ 
denly, but there are lots of games that 
get 90% or over, but they don’t always 
appear on the cover. 

2) . This gripe isn’t so bad. Issue ii’s 
second coverdisk (floppy) game. Darker, 
said on the disk that it needed a 486 
with 4Mb RAM and 590K free. But when 
I loaded it up onto my 286 with iMb 
RAM and some 590K free, I was sur¬ 
prised to see that the screen went black 
and the words ‘Darker’ came up, fol¬ 
lowed by a weird pinky, blobby screen 
with the credits showing. It runs very 
slowly but nevertheless it runs. 

I’m wondering about 386 owners 
with a very long face getting misled 
when the game actually does run. 
Anyway, keep up the good work! 

Robbie Blake-Coleman, 

Salisbury. 

The problem we face, as a truly trusting 
lot, is that we usually presume that the 
software companies that supply soft¬ 
ware for both review and coverdisks are 
as honest as the day is long. 
Unfortunately, we also find that, on 
occasion, the machine specifications 
that have been dictated to us are inac¬ 
curate, although this time it seems that 
this was actually in your favour. 

This also applies to when we are 
offered games for review or preview 
and the at the last moment the product 
fails to turn up before the final deadline 
for the magazine, or if the game slips in 
it’s schedule. Unfortunately it’s a 
never-ending problem (during develop¬ 
ment games are always encountering 
unexpected delays), but hopefully one 
that rarely affects us, or more impor¬ 
tantly, you, the trusting reader. 

Anyway, thanks for the kind words 
of encouragement and, as ever, we’ll 
try our very best to keep up the good 
work. Against the odds! 


It's Life Jim... 

Dear PC GAMES 

Ha, ha! Look, I know it says “don’t write 
in” on the bottom of your Next Month 
page (May ‘95) but I have to say 
‘WRONG!’ If you have seen the very, very 
last episode of ST:TNG then you will 
have heard an ageing Wil Ryker say 
“Engage — Warp factor 13”! Pah! Warp 
10? No problemo! 

Archangel Nemesis — AKA KC Rolt, 
Cambridge. 

There’s always one isn’t there. Well 
done, Mr. Nemesis, you win our unnec¬ 
essary Star Trek gripe of the month. 
And one word of warning — anything 
can turn from a pastime or hobby into 
an obsession, and eventually too much 
Captain Picard can make you go blind. 

Step Back In Time 

Dear PC GAMES 

I read your magazine regularly and I 
think it is very good. I do, however, think 
that you could have kept some of your 
magazine’s earlier touches, the ones 
that made it so unique. Eg. ‘Classic 
Moments In Games’ and ‘True Stories’. 
Also I agree with what you said to Simon 
Nuffield from London in your April issue, 


a game doesn’t need to cost millions 
and have loads of FMV (like Wing 
Commander 3) in order to be a hit. 

There are lots of good games out 
there that will work on anything, from a 
humble 386 to a Pentium 60, ie. Master 
Of Magic, Doom, Cannon Fodder 1 81 2, 
jungle Strike, Discworld, Theme Park, 
The Settlers and 1942: Pacific Air War. 
There are many more, as I’m sure you 
already know. 

C. Welhengama, 

Liverpool. 

Thanks for your comments. It’s true that 
there are good games for slower 
machins but if software houses didn’t 
program games that pushed PCs to the 
limit, people would still moan. As ever, 
any comments criticisms made on con¬ 
tent are always gratefully received, and 
if it’s more unique features you’re after, 
keep your eyes peeled for future issues 
of PC Games. 

Donf Force Yourseif... 

Dear PC GAMES 

It’s coming... i’m waiting... it’s nearly 
here... just a couple more days... YES... 
It’s here! AT LAST IT’S HERE! DARK 
FORCES!! Oooooh, thank the Lord! 


I, like everyone else in the world, just 
couldn’t wait for the next epic saga in 
the Star Wars games series. Especially 
after you guys at PC Games had given it 
92% (94%, actually — Dave) and said 
that the only bad thing about it was that 
“there just aren’t enough hours in the 
day to play it”. Oh, and “the music is a 
nit naff”. No matter, I can handle that. 
What’s a tiny sacrifice for the best game 
in the world? 

I bought it, got home, and started 
playing. You were right — Absolutely 
fantastic! Okay, crap music, but 
absolutely fantastic. I put it on medium 
difficulty, played, played, and played... 
And finished it in a week and a bit. I 
couldn’t believe it. After I’d destroyed 
the Arc Hammer, Darth Vader’s looking a 
bit ratted off, and I’m looking forward to 
the next mission... Credits? What? 
Fourteen missions? 

That’s only one major disappoint¬ 
ment. The other two were: 1). Seeing 
Boba Fett, and then killing him with the 
assault cannon (I thought he got eaten 
in Return Of The jedi?) 2). And on the 
final level, hearing a big, evil voice say¬ 
ing, “At last I have a worthy opponent... 
etc.”, and pooing my pants thinking it 
was Darth Vader or the Emperor himself, 
I turned round... Only to be confronted 
by yet another Dark Trooper, who met a 
similar fate to old Boba. 

I feel cheated. Come on guys, there 
must be some hidden levels on the CD or 
something? Please? 

Simon Bradley, 

Loughborough. 

We understand your frustration and 
realise that as good as Dark Forces is, 
completing any game in a week can be 
annoying. But you say that you played 
it on medium level and there’s always 
been a problem with difficulty levels in 
games, in my opinion. Basically if you 
complete a game on anything less that 
the maximum difficulty, the natural pro¬ 
gression would be to start over and go 
one level up. 

Unfortunately, often the case seems 
to be that you just don’t want to trawl 
through the game again, when you 
know how to complete all the puzzles 
therein. That’s why we, at PC Games, 
usually test a game on the most chal¬ 
lenging difficulty level, which will at 
least give us a good indication of it’s 
ultimate playing time. 

That all said, though, we’ve found 
that there are some Doom-style Dark 
Forces .WAD files knocking around at 
the moment, so expect to see them on 
future cover disks. 










Battle For The Skies! 



In the August issue of PC GAMES we’U be 
bringing you the exclusive demo of 
Rowan’s brilliant new flight sim, Air 
Power!* Yes, thanks to Mindscape you’ll 
soon be able to climb inside a prop-driven 
aircraft and dogfight the enemy in this 
Jules Verne-inspired SVGA epic! 

• We’ll also have in-depth previews of 
Cryo’s stunning rendered shoot-’em-up 
Raven Project, as well as glimpsing at 
Mindscape’s rockin’ good music adventure, 
Total Distortion! 

• Get ready to bag some swag! If you 
thought the prizes in issue lo’s excellent 
Aliens competition were good then you’ll 
love the stuff up for grabs in next month’s 
mag, where we’ll be giving away even more 
Giger-related goodies than you can shake a 
face-hugger at! 

• And, as ever, you can always rely on PC 
GAMES to bring you the most up-to-date 
news, comprehensive reviews and thorough 
tips section you’ll find this side of Uranus! 

If you don’t believe us, check out the 
August Issue of PC GAMES, on sale June 
30th. It’s scorching! 


* This information is correct at the time of going to press. 


Excellent. Cheers mate! 

Name:. 

Address:. 


.Post Code:. 

I’d like the HD Disk edition of PC GAMES O 
I’d like the CD-ROM edition of PC GAMES d 
(Tick preference) 



Pushing back the boundaries of computer journalism! 






























□ SPECCY SENSATION 


Includes over 500 all time classic spectrurn gardes on 
nne CDROM Also Includes SW emulator for PU. 

Order code: CDSPS-03 NOW £14.99 


□world of clipart 

uver 60 catagones, over 40,000 Imaaes moqi 
'mages stored in PCX. GIF. IFF EPS & TiF ‘ 

Order code; CDWOC-77 Only £ 16.99 Double CD 


riARCADE CLASSICS CD 

^ssic arcade games. Pacman, Frogger, Asteriods 
space only £9.99 


hTlIISIONS 3 U 



□ ENTERTAINMENT PAK 4 CD S "I'il,!'!® 0201 WINDOWS GAMES 


A four CD set of Thousands of Windows utilities, clipart, 
fonts, games eduction. Order code: CDEFP-96 £24.99 


A collection of the best Dos & Windows 
tools available. A BARGAIN BUY!!] 

Order code: CDEUW-74 £ 9.99 


201 Great games for Windows. 

Order code: CDTHO-94 £19.99 


□ STARTREK MULTIMEDIA 

Contains tons of Animations, Windows Wallpaper images 
GIF pictures. Samples in WAV format, sampled theme 
tunes and more. Order code: CDSTM04 £ 27.99 


□ INTERNET INFO 

Contains over 12,000 documents 
concerning the internet etc, 
maps, FAQ's etc. 

Order code: CDINT-69 £19.99 


EPIC Marketing 
Victoria Centre. 
138 Victoria Rd, 
Swindon, Wilts. 
SN1 3BU. UK 


Mail Order Hotline. ^ M t-ax Order line. _ 

01793 514188%H 01793 514187 



PRIORITY ORDER FORM 
Name_ 


Address 


PC Model 


Payment Method_ 


Credit card number 
Exp date_ 


Recommended PC configuration. 386 or 486, SVGA Monitor, 4mb Ram. 



1 ORDER VALUE 

-- 


. 

Total goods value 


£. 

Postage & Packing 


£. 

Amount enclosed 


£. 


OVERSEAS ORDERS 

Overseas orders are welcome, but there is a mini¬ 
mum order of 3 titles, and please add £2.00 per CD. 

COLLECTING YOUR ORDER 
You are welcome to collect your order from any time 
between 9:30am - 5;30pm Monday - Saturday, 
ORDERING BY POST 

Simply send us your order, listing the items you 
require, the total cost, and your name & address with 
payment either by cheque or Postal Order, payable 
to EPIC MARKETING 

ORDERING OVER THE PHONE 
Call any time between 9:30 & 5:30 Monday - 
Saturday with your Credit card details and the items 
you would like to order. 

POSTAGE & PACKING 
UK & Mainland, add a total of £1.00 per CD. 


LICENCED SOFTWARE 

A majority of fifles advertised here are exclusively distrib¬ 
uted by us. 

CONDITIONS OF SALE 

Goods are not sold on a trial basis. E&OE. 

Your statatory rights are not affected, 

TECHNICAL SUPPORT 

With a dedicated Technical supports line we offer 30 days 
free technical support to all our customers on all our soft¬ 
ware titles. 

SATISFACTION GUARANTEED 

We now have a powerful new order processing system 
which ensures that over 90% of orders are processed with¬ 
in 48hours. And with over 80,000 satisfied customers you 
can be sure of a good service and fast delivery, 

PRODUCT KNOWLEDGE 
8 full time Knowledgable staff to assist you. 









































































































































FUU COSPEECH 


UNCUAGE 




The Orion Conspiracy contains material of an adult nature 




FVF Hi 

p ■ • • f L o 


St®KiPJ IRfM»Y 


WmAK^®LQax> ' 




ARE YOU BEING TOLD THE TRUTH? FUli CD * 
SPEECH THROUGHOUT GIVES YOU AN ADDED 
INSIGKriNTO EACH CHARACTER'S 'u 
PERSONAUTY AND MOTIVATION 


, ” i<<- ** % 




'f .’^BEAUTIFULLY HAND painted ,/ HIGHLY INVOLVEi/aDULT STORYLINE. 

■y < J- y: - ^ V' , 


INTUITIVE POINT AND CUCK SYSTEM GIVES YOU 
COMPLETE CONTROL OVER YOUR 
ENVIRONMENT. LESS TIME SCROLLJNG THROUGH 
ENDLESS MENUS MEANS MORE TIME PLAYING. 




’ .. ■ 

SENSATIONAL S'^A GRAPHICS MAKE 'ORION' 
THE BEST LOOKING ADVENTURE GAME YOU 
L^VE EVER PLAYED. 


STATE-OF-THE-ART RENDERED MOVIE SEQUENCES 
ADD TO THE GAME'S PLAYABILITY BY CREATING 
ATMOSPHERIC NARRATIONS BETWEEN SCENES. 





























































